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Chad MacPhee & Greg Oppedisano 

Strange, red-armed devil creatures are kidnapping inno- 
cent townsfolk, and the town’s guardian is missing A 
D&D adventure for four 9th-leyel characters but scala- 
ble for levels 7-14. 


ITC 


Russell Brown 

Sabotage! Workers on the new temple of Kord are being 
injured or killed at an alarming rate, but is the witch of 
serpent bridge to blame? A D&D adventure for four 
3rd-level characters but scalable for levels 1-7. 


CRITICAL THREATS: 


Matthew Sernett 

The githyanki pursue goals alien to most on the Prime 
Material Plane. This super agent is prepared to betray 
anyone to further the Lich Queen's cause. 


COVER 


(JeBradley Schell 


Heredity can lead you to dangerous and dark deeds, 
especially if you're a half-fiend. A D&D Side Trek adven- 
ture for four 4th-level characters but scalable for levels 
2-6. 


CRITICAL THREATS: 


Mike Mearls 
This once-mighty demon lord has fallen far, but his pas- 
sion for slaying adventurers can make him a deadly and 
implacable foe. 


PORPHYRY HOUSE ~ 
HORROR 


James Jacobs 
Only the depraved survive the streets of Scuttlecove for 
long, but now a dark force has surfaced in the town’s 
most popular attraction, making even this city crave 
calmer days. A D&D adventure for four 10th-level char- 
acters but scalable for levels 7~15 and beyond. 
“Porphyry House Horror” is an adventure featuring 
mature content in support of the new Book of Vile Dark 
ness. It is presented in a special sealed section. 


Death 
Grinnid horvible a ghastly smile, to hear 
His famine should be fill'd. 
—John Milton 
Paradise Lost. Book ii. Line 845. 


When xill attack, no one is safe. The citizens of Halea’s Reach learn that lesson the hard way in “The Jackal’s Redemption.” 
Richard Whitters has captured the terror of these townsfolk as the xill herd them to certain doom on a distant plane. 


INovember/December 2002 
Vol. XVI, No. 5 Issue #95 


sg 
oe 
is} 
is 
Ba 
a 


ANTI-EDITORIAL 


“Hey Kyle, I need you to write the editorial this month 

Am | being punished for misnumbering the spine last month? 

No. No. Its the Book of Vile Darkness issue. You know—demon worship, 
drugs, torture ... 1 thought you 

What are you trying to say, Chris? 


I swear, you smash one toy to bits, slap another art director, and call an 


editor-in-chief “ass face” in front of the whole company, and suddenly you've 
got a reputation. In my defense—the toy was loud, it was a loving Burt 
Reynolds/Dom Delouise kind of slap, and sometimes you've got to sacrifice 


one innocent soul to get laughs out of an entire room. I'm no more irritable 


than any other art director, Its nature's way of saying, “Shhh. He's on deadline. 


Let him work.” Turns out I'm not a jerk; I'm an anti-hero. 
Art directors are perfectly suited to the role of the anti-hero. Our livelihood 
hinges on convincing others that our opinions are somehow more valid than 


usually the ones behind the 


theirs, which makes us none to popular, We're 


office's crazier schemes, and the ones who greet bure: 


acracy with the most 


indignance. When confronted with the titanic evil of the deadline, the art direc 
tor relies principally on artifice, Whether taking liberties with typography to 


make things fit, or fabricating fantastic excuses for why the issue is late, the pro: 


duction oriented art director is willing to do what it takes to get the job done 


Though its a challenge, | thrive in this environment and have embraced the role 


ider since I wasa kid. Back in the early '80s, some parents on my street 
NGEONS & Drac 


of the ow 


forbade their kids from playing with me because | was into Di 


ows. Although it was pretty sad at the time, I get a big kick out of that now. (I 


have already dispatched my evi! legions of winged, giant, naked mole-rats to 


deliver copies of the Book of Vile Darkness, signed in the vaso-cerebral fluid of 
underpaid public school teachers, to these parents 

Gaming imitates life, and I always favor the trickster in my campaigns 
Tremendous monumental evil, the likes of which exists in its purest form only 
in fantasy, rolls over any opposition foolish enough to confront it head-on. A 
threat like this is best dismantled from the inside by someone who under 
stands it and isn’t afraid to learn from it. The abject evil and depravity many 


DMs throw at their groups mandates heroes who can make the tough deci 


sions. What does the paladin do when confronted with the master villain who 
says, “Gimme your +3 sword or I eat this baby's head"? He waits for the rogue 
hiding in the bushes to pop an arrow between the bastard’s shoulders, 

There is, however, a fine line between being an anti-hero and being just plain 
belligerent. Take a look at the campaign | DM. What a lousy bunch of amoral 
mercenaries my friends turned out to be. Now that my buddy playing the pal: 
adin has moved away, there's a conspicuous lack of a moral compass in the party 
Nothing's stopped these “bad boys” from subsequently joining the thieves’ guild 


and turning into a gang of efficient, high-level thugs. They're far more likely to 


bribe the master villain for a cut of the loot than send his head tumbling down 
the stairs. Ironically, this is where the Book of Vile Darkness comes in handy. Noth- 
ing galvanizes a morally lazy party than a menace so nasty that its very existence 
sticks in their craw, Welll see what side of the law these anti-heroes want to be on 
once they'te confronted with necrophilic, fascist, unlicensed, puppy mill opera 
tors. You want a dark and disturbing world, you gor it. I've seen the true face of 
evil at 3:30 A.M, finalizing files the day of hand-off. The Book of Vile Darkness 
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will now let me share my pain. 
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RETEERS 


YES,.IUS #94, 


What's the story? I just got the 


latest issue of DUNGEON/POLYHE- 


pRON. It is numbered #92 on the 


spine, but I’m sure it is issue #94 
And what's up with the cover for 
Potynepron being hidden way back 
on page 42 in the middle of the 
Omega World section? 

Ihave had a subscription to Duy- 
cron for at least three years, plus a 
three-year membership to the 


Tell us what you think of th 
Letters, DUNGEON Magazine, 3245 146th Place SE, 
Bellevue, WA 98007 or send an email to dungeon@paizopublishing.com. 


subscription. How do I find out 
how far out my current subscription 
to DUNGEON goes? I love the maga 
zine (I have every issue to date) and 
would like to know if there is a life 
time subscription available, or if 1 
can add to my current subscription 
for, say, an additional twenty years or 


so at the current subscription price? 

What is the possibility of having 
tactical maps as inserts in future 
issues, or available as downloads on 
the website? 


Ted Albert 


RPGA which 
added to the end of my DUNGEON 


I understand was Via Email 
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Manan. CHAOS. 
DESTRUCTION. 
SLAUGHTER. DEATH. 
AND SOME REALLY 
FABULOUS PRIZES 


GET YOUR GEAR ON AND GET READY FOR COMBAT! 
Xcrawl: Adventures in the Xtreme Dungeon Crawl League 


The new game world where the heroic adventurers are extreme s npeting to be d and to win that 
prime endorsement deal, not to mention a year’s supply of ear wax. cdventurers fight their way through dungeons 
that have been designed with only one thing in mind: keeping the audience happy. So vou fight for their entertainment, 


and you survive for the money, but if you die ie 


of Earth, where the dominant country is the North American Empire, Xerawl co 


mbines action 


wanner unlike any you've 


The 240-pa) 
much, much more 


hardcover volume will contain new rules, new spells, new monsters, new feats, new p: sand 


Your Next CRASS ae La ‘TELEVISED... 


» rod 


A, 


ue’s adventures, Write to: 
Suite 110, 


Sigh> Yes, we accidentally printed the 
wrong issue number on the spine. 
Thanks to everyone—we mean every 
one—who wrote in to tell us about the 


mistake. We appreciate it. Really. The 


reason we selected Ted's letter to print out 


of all the others is that it gives us an 


»pportunity to let folks know that the 


ription contact information hasn't 
changed with the magazine's recent 
move to Paizo Publishing, All questions 
including how many years are left on 


dit 
n still be directed to dungeon@pespub- 


your sub and how far you can ex 
link com As for a lifetime subscription 


nothing is available yet, nor is anything 


likely to mm the near future. As for tactical 
maps, we're not quite suve what you 


mean. Can anyone elaborate? 


GAMMA WORLD 
eS BACK! 


I was totally psyched to see that the 
September/October PoLyHEpRON 
mini-game was the long awaited, 
much anticipated d20 incarnation of 
Gamma Wortp. And let me tell you, 
World 
trumped my highest expectations 


Jonathan Tweet's Omega 
Mr. Tweet has listened to the masses 
(and probably his own muse) and 
Il the camp and 


madness of the earlier versions of 


boldly resurrected a 


Gamma World. Moreover, he did this 
while rendering it in a brand new 
variant of the d20 System. What 
could so easily have been a disa 


ster is 
instead a resounding success. The 
campiness complements the rules 
and vice-versa. Wow! 

Sure, I have complaints, but they 
all stem from the simple fact that the 
game rocks! Witness: 


1) While Du is printed on 
impressive stock for a periodical 
how can I possibly use and reuse t 
game without it becoming a minia 
ture shambling mound 
2) Where's the official Omega 
World character sheet? Beyond the 
frivolous desire for cool genre art 
work, I need something quite 
different than a D&D char 
sheet to keep track of the 
mutations and reserve points 
3) What about an introductory 
adventure or the requisite map of a 
vaguely recognizable, yet hideously 
deformed North American conti 
nent? I want it! I want it! 
1 know it's unreasonable to expect 
a magazine with a page count and a 
subscription price to be able to 
address these gripes. My only point 
is: the game was that good. I want it in 
a box. Any chance of tha 
David Neuschulz 
Chatham, NJ 


I have been a subscriber for a year 


ind a half now, and I want to thank 


you for an excellent forum of great 


D&D adventures! | particular 


the artwork you provide. I habitually 
razor out the best ones as visual aides 
for my players. Praises all around t 


ur artists, especially Ron Spencer 


Anthony Waters, Chuck Luk 
nolds! The al 
y Christopher \ 


and others is also a bimonthly joy 


Please pay them well or at least 


them more corporate knickknacks 


like t-shirts and stuff 
Getting right to the point, altho 


1 like the art very much, 1 am dis 


ry | | ia a 
IGITA Barry 


A Resource for 


ca 
b ip 


te 


Digital Burn: A Resource for a Cybernetic Future is copyright 
2002 by Living Room Games, INC. All Rights Reserved. 


a Cybernetic Future 


Globally, the 215t century was beset by the 
threat of another devastating World War, a 
Second Great Depression, the first functional 
cybernetic implants, the development of Full 
Immersion Internet Communications, the rise 
of the Megacorps and constant global attacks 
from a vicious terrorist alliance dedicated to 
attacking your populated city streets. 


That was yesterday. 


What will tomorrow look like through your 
mirrorshades? 


Live Fast. Fight hard. 
Die with a gun in your hand. 


Available Fall 2002 


J 
system 


urn Irgames.com 


'd20 System’ and the d20 System logo are Trademarks owned 
by Wizards of the Coast and are used with permission. 


mayed that the new format is spoiling 
otherwise mega-cool artwork with 
what I can only term “section tabs.” 
While they're quite handy for finding 
a particular adventure in a given issue, 
they can spoil beautiful artwork. Cant 
you leave them off of art pages, please? 
Take a look at page 14 of issue #93—it 
completely ruins the effect! The same 
is true of page 38! And you can't just 
cut out the adventure “stamp” without 
crewing up the pictures! Issue #94 


has the same problem: page 16 has the 
name of the adventure stamped right 
on the door the monster is emerging 
from, "Uhh, guys, this is what you see 

pay no attention to this black blob 
over here that 1 scribbled with a 


marker. It just uhhh ...a shadow 

Not cool, You go to the trouble of 
hiring excellent artists, pay ‘em, print 
your magazine in beautiful colors, 
and then ruin the pictures with tabs 
and page numbers! Please give this 
some attention, 


James Thomas 
Roseville, CA 


dea, In fact, 


we Itke 1t so much that we've instituted the 


har this very issue. Sec, we listen! We 
eally do! Anyone else have some ideas 
egarding changes ike t 


PLEASE, 


I would like to give you my opinion 
about the recent price increase for 
DUuNGEON/ POLYHEDRON magazines. I 
understand that including Poyne- 
pxon has caused the price to be 
raised ... or possibly that DUNGEON 
would need a price increase anyway, 
Inflation does happen, and prices 
hav 


to increase to match it. How- 
ever, I do not agree with it. 1 do not 
read PoLyHepRoN and am not inter 
ested in it. | am, in essence, paying 
for an additional magazine I have 
never even opened. 

Not one issue have I even glanced 
at the PoLyHepRon material. It may 
be fine material, and I'm sure it is if it 
is up to DUNGEON and DraGon Maga- 
zine standards, as | really enjoy those 
two. However, now I'm paying for 
something that I don't use 

Why not separate the two? It does- 


Thy Quest for 
Out-Of -Print Games 
Endeth Here. 


Find those rare games and also save up to $0% 
on retail products! We buy, sell and trade for new 
and out-of-print RPG's, Miniatures and Wargames. 

View our online inventory of over 15,000 products at 

www.nobleknight.com 
or write for a free catalog to 
2219 Green Valley Dr, Janesville, WI, 53546 
Thousands of gamers can’t be wrong! 
‘Satisfaction is guaranteed! 


(UUW. TOBLERTUCH}: COM 


n't even mean any extra, expensive 


cover art, since you put a flip-side 


cover on it anyway. Then, those who 
were interested in PoLyHepRon could 
buy it. Those interested in DUNGEON 
could buy it. Those interested in both 
could buy both. Heck, you could 
probably even charge $5.99 for Dux- 
cron alone and then another $3.99 
for PoLyHEDRON, for a total of more 
than the $7.99 they are together, I 
think, though, that the reason this 
has not been done is that PotyiepRON 
does not have a big enough audience 
to make it on its own without being 
attached to another magazine that 
has a guaranteed readership. 

Idon'ta 


ppreciate shelling out a 
couple of extra bucks a month for a 
ad 


magazine that I'm not going to r 
just to get a magazine that I will read 
In the future, 1 am seriously consid 
ering not buying either as a result 
Making a buck is one thing, and it's 
ere 
best to promote a product and gain 


at business and capitalism at its 


some audience for it. But selling a 

product someone doesn't want 

tacked onto a product someone does 

and making them pay extra for it is 
not good business. 

Calinda Lucas 

Via Email 


We would kindly submit that before you 
decide POLYHEDRON tsn’t worth your 
money that you actually look through it 
If you have explored something and 
found it not to your liking, that’s your 
prerogative. But to discount something 
outright without actually learning about 


it ts, well, just plain silly 


-MORE SUPPORT 


I noticed that in the “Table Talk 
column in PoLyHepRon #153, Johnny 


Wilson promised us a d20 Mini-Game 
in every issue. Although I've enjoyed a 
number of the Mini-Games in Potyi- 
bRON since it was incorporated into 


the pag 


of DUNGEON Magazine, p 
haps it’s time to give it a break and 


include some other content. There are 


BRING MORE TO THE TABLE 


COUNTER PACKS 


FDP 4000 


Demons & Devils 
RIDEVILS 
FDP 4001 overran pac 
Tribes, Clans & Cults 


FDP 4002 
Dwellers in Dungeons & 
Darkness 


FDP 4003 


Eldritch Horrors & Occult | 
Investigators | 


ART BY CLAUDIO POZAS 


www.fierydragon.com 


a variety of d20 products on the market, and a wide variety 
of genres represented, Perhaps a greater variety of generic 


d20 content could be covered each issue with articles 


designed to be of use to other d20 games like Spycraft, Weird 


and the like—perhaps reprinting relevant bits of 


new Open Game Content from those games with the arti- 


cle. The Mini-Games are fine, but definitely have a mono- 
lithic aspect to them—either you want to play SPELLIAM- 
MER, or you pretty much ignore that entire issue of 


PotyHepron. A greater variety of content reaching out to 


touch new games and not simply Wizards’ out of print 

backlist would be a definite step forward in the open spirit 
of d20. 

Ernest Mueller 

Via Email 


Erik responds: Look for Mini-Games to continue until the heat 


death of the universe, but that doesn't mean there won't be room 
for other content. We've got Call of Cthulhu and Delta Green 


nlures in upcoming issues, as well as more “Improved Ini 


iative” articles that highlight d20 System innovation from the 


arge. Though we've revisited SpevijAMMER and 


Gamma Wop in PoLyHEDRON's first “new format” year, il's 


sting that Pulp Heroes, Shadow Chasers, Thunder 


Rally, and Mecha Crusade are completely new, never 
before-seen properties and are not based on ancient TSR or Wiz 
ards of the Coast releases. Making a third or fewer of the yeay’s 
Mini-Games “throwbacks” to popular (albeit dead) settings and 
games strikes me as a good balance, but I'm certainly interested 


to hear from readers who think that’s too much. 


See ALIZAROUT POLY 


In light of the nt publisher and price changes, | fig- 
ured Idd better send in this email. For the record, the only 


reason I buy this magazine (and why it’s the only gaming 
magazine to which I've ever subscribed) is because of 
PotyniepRon’s d20 news, Mini-Games, and similar content. 
My RPGA days are behind me, and while the DuNceon 
adventures are increasingly well-crafted, I'm just not very 
interested in more “stock” D&D adventures, a 
there. Seen those. Write my own, thanks. 


s such. Been 


iews, 


I'm here because of the d20 news, previews, 
and Mini-Game: 
tially huge 
in seeing what people are doing with d20 and the Open 


The d20 game system presents a poten- 
creative canvas for gaming, and I'm interested 


Gaming License besides standard medieval-fantasy. 

I get the feeling sometimes that other readers feel as 
though PotyepRoN is merely “taking space” away from 
Duncrox (even though it’s been made clear that DUNGEON 
has lost no pages to PoLyiieDRon); | just wanted to as 
Erik, and remind the publisher, that some of us out here 


ure 


only pay our money because of the d20 system content. 
Malcolm J. MacDonald 
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“The Jackal’s Redemption’ is a high-level D&D adventure 
designed for four 9th-level characters. The module can, 
easily 


the “Scaling the Adventure” sidebar, The adventure 
begins on the road to Haleas Reach, a small town that 
Shodtd fit into just about any campaign. From there the 
adventure shifts te a erinyes’s la 
Bleak Eternity of Gehenna, an evil plane 1 it neighbors 
both Hades and the Nine Hells. PCs who survive the — 
adventure will be well on their way to achieving their. 
next level. The party, should include a solid fightertype 
and a wizard 


who can hold his or her own in’combat, 
would prove quite valuable 


_____ PREPARATION 


It is recommended that you read up on the combat capa- 
bilities of xills (Monster Manual page 187) before playin; 

this adventure, as their abilities can be complicated to uti- 
lize effectively in combat. You might also want to read the 
section on Gehenna in the Manual of the Planes (page 111) 
if you want to extend this adventure or plant the seeds for 
future planar adventures. 


The PC: 
little renown. They notice the phasing tower-of the 
wizard Belrath and are attacked by a gang of xills on the 
outskirts of town near a farm cottage. 


are traveling near Haleas Reach, a small town of 


Once in town, the characters should investigate the 
phasing tower in hopes of solving its mysteries. Ifthe 
party needs a push, the mayor of Halea’s Reach, Daryn 
over a meal and 
“demons” appear, attack, and 


Hemisal, arranges to meet thecharact 


explain that multiarmed ted 
disappear with the pedple of the town in custody..Phe 
resulting fear has created a mass exodus, He explains that 
the “demons” began appearing when the tower started 


% ae 
- CARTOGRAPHY BY K 


ccommodate parties from 7th to 14th level using nowhere to be found. His ew bride, a beautiful if reclu- 


r guarded by xills on the _ tower ne 


_Belrath’sbride. © 


“and a small group of xi 


‘ * Wa 


. 
disappeatingrdudlshat ie tomeraw nell We resident 
wizard of the areanamed Belrath the Bel is also 


sive woman named Kasmine, has also vanished. Two of 
venturers and former companions of Bel- ? 
-Olwain and Albie Chibald, entered the cs 
k prior and haye not been seen sinc 

i s the part 6 find the missing ite 
oy the're ons, oh stop the tower from 
disappearing. T! he rapidly depopulat lating town is scom- " 
pletelyatthe merey of the xills. The mayor suggests that _ ey 
the PCs begin their investigation in the most. obvious « Rae ew 
places: Belrath’ tower 

The Ps who attempt the rower find it Broretiel by 
magical traps and the tower's remaining occupants: a 
flesh golem and ‘as creatures set to guard the tower 
against intruders. They falso encounter the bodies of the 
two missing adventurers who entered th e tower the +4 

week before Te ee abandoned I a on Gehenna 2 
a sa golem’s last pt , which was to 
defend the tower from all intruders. The PCs discover 
aliidsMigadlin g iaiaiBoludion of the miyateriésiof thetdieaps 
pearing tower and begin to inravel the true identity of 


the tow: 
rath, C: 


The may 


people, des 


The tower continues to phase betweenplanes when 
the characters are inside, and at some point they probably _ 
exit on the Bleak Eternity of Gehenna. The tower appears 
ina large volcanic cavern that comprises the planar hide- 
out of Kasmine, a erinyes intent on corrupting Belrath 
and gaining more power on the Prime Material Plane, 
The PCs have the opportunity 
to exterminate the xills and explore some of the sur- ~ 
rounding area. With luck, they rescue and heal the egg- 
infested townsfolk, save the wizard Belrath, and defeat 


the erinyes Kasmine. s. .* 


—____+._____ BACKGROUND 


Haleas Reach is home to the talented and bold Belrath 
the Jackal, a wizard of much local renown. Belrath had 
fallen from gr: 
ing with, and later marrying, Kasmine (a erinyes, 
although Belrath was certainly not aware of it at the time 
of the wedding). Kasmine presently has a number of 


plots brewing. She is “growing” a gang of xills to guard 


ce since he unknowingly started associat- 


her planar hideout and aid her in other fiendish endeav- 
ors, including more martial excursions on the Prime 
Material Plane. At the same time, she has succeeded in 
partially corrupting Belrath from neutral good to chaotic 
neutral, She hopes to eventually either turn him evil or 
drive him insane, whichever proves entertaining when 
the time comes. The two plots were meshing nicely when 
Kasmine realized that she needed a steady supply of 


living hosts for the eggs of her xill guards. 


Kasmine also needed time to corrupt Belrath and find 
a way for the spellcaster to travel the planes without 
making him suspicious by using her power. She told Bel- 
rath she was planetouched and that her mother was 
imprisoned on Gehenna. Belrath’s good nature was easily 


led to want to help this beautiful young lady reunite with 


her mother. From there Kasmine manipulated him aw. 


from his friends and community using her seductive 
charisma, which Belrath took for love, and led him on a 
series of quests to find a scroll of planeshifl. Each quest 
required Belrath to engage in activities that slowly 
eroded his moral outlook and ethical standards, resulting 
ina gradual alignment shift 

Finally, Kasmine “found” an amulet of the planes and 
took it to her husband. Belrath, his newly inflated ego 
interfering with his judgement, insisted on using a scroll 


of planeshift to determine the precise location of their d 
tination. When reading the scroll, Belrath made a critical 
misreading that caused the entire tower to begin phasing 
between the planes. The tower began to act as a gateway 
between Haley's Reach on the Prime Material Plane and 
Kasmine's hideout in some caverns on Gehenna. 

Meanwhile, the xills employed by Kasmine were up to 
their own mischief. The xills’ paternal instincts had got 
the better of them, and under the direction of Kasmine 
began looking for for their eggs. They followed the phas- 
ing tower, a nesting beacon of sorts, back to Halea’s 
Reach, where they started abducting townsfolk to use for 
just such a purpose. 

As the adventurers arrive in Halea's Reach, Kasmine is 
inthe final stages of her plan with Belrath the Jackal. Bel- 
rath, upon arriving on Gehenna, saw Kasmine amid the 
xills and realized his mistakes. Too late and too weak to 
undo his actions, Kasmine captured him and is forcing 
him to watch xills being birthed from the captured 
townsfolk in an attempt to drive him insane for her own 
amusement. 


BEGINNING THE 
A OUVENTURE 


The PCs arrive in the town of Haleas Reach, an average 
sort of place except for the wizard’s tower cresting the 
large hill north of the town that continues to eerily phase 
in and out of view. Halea’s Reach has at least one other 
problem: Shortly after the tower started phasing, people 
started disappearing. The disappearances were bad 
enough, but what really frightened the residents of 
s behind the disappear- 
ances—they appeared, grabbed people, and then van- 
ished with them in broad daylight 

The adventure begins when the PCs have nearly 


Halea's Reach were the creature 


arrived at the village. The season is not important to the 
plot, bur the weather should be clear so that the charac- 
ters can see the phasing tower on the hill at a reasonable 
distance from the town. The tower atop the hill is 120 feet 
tall and visible from a distance of at least ten miles from 


the town. The tower phases like clockwork from the 


Prime Material Plane to Gehenna every 3 minutes. 


From the High Priest's highway, the town of Halea’s 
Reach is visible from miles away. Travelers on the road 
would tell you that the first sign you are nearing the 
tiny town is when you catch sight of the magnificent 
tower that lights the crest of the hill on which Haleas 
Reach is situated. A slender spiraling structure that 
glitters like alabaster in the setting sun, the tower is 
home toa local hero named Belrath The Jackal. 

The rolling hills give way to pastures and small farms 
separated by low stone walls constructed to keep live- 
stock out of crops and neighboring fields. As your 
party crests a low hill, the tower comes into sight and 
moments later phases out of view with a shimmer, 
Stunned, you watch as the tower reappears minutes 
later only to disappear again in a disturbing cycle. 

The shrill screams of a woman break the peaceful 
silence. They emanate from a field near one of the cot- 
tages near the road. You catch a glimpse of five red- 
scaled, fearsome humanoids, each with four arms, 
racing toward a farmhouse while panicked country 
folk run toward the relative safety of the structures, 


Creatures: When the characters first see the tower 
disappear and then reappear, it signals 
nearby farm by a gang of xills. The farmhouse is 200 feet 
from the characters when they spot the first xills. 

@ Xills (2): hp 28, 31; Monster Manual 187. 
rried by the 


xills (see the Monster Manual entry), each of the creatures 


an attack on the 


Possessions: In addition to the weaponry 


wears a small iron key attached to a leather thong around 
its neck (see area 12 for details). 

Tactics: On the first round, three of the four locals 
reach the farmhouse and bar the door before the xills 


reach it. On the second round, the xills arrive at the door 


and begin attempting to break it down, One of the xills 
captures the fourth peasant, a young boy, and immediately 
planewalks to Kasmine’s hideout on Gehenna. The 
remaining xills take 3 additional rounds to break into the 
farmhouse, giving the PCs 5 rounds to respond and reach 
the creatures before the inhabitants of the house are 
attacked and spirited away. It is highly unlikely that the 
PCs can rescue the boy before he is planewalked away, but 
it is possible. The conversation with the farmers after the 
battle should be modified accordingly if the boy is rescued. 

Any move by the PCs toward the house results in the 
xills turning and attacking the PC 
for easy prey to implant with their eggs, so they're not 
interested in capturing the PCs. They'd much rather slay 
the characters for interfering. Having successfully cap- 


The xills are hunting 


tured one host for their eggs already, the xills also already 


consider their mission a success. When the creatures 


spot the PCs approaching, they cease their battering of 
the farmhouse and immediately fire 
(each xill has two longbows) before closing to melee. The 


volley of arrows 


xills engage the party for the pure pleasure of battle, but 
if they are overmatched and their lives are in danger, they 
planeshift home. 

Development: If the party successfully defeats or 
drives off the xills, the farm family emerges to introduce 


themselves and thank the party for saving them. They’ 
obviously frantic about the missing youth, however. If the 
PCs question the farmers, the villagers can provide some 
ction. The 


of the information from the “Background” 

following list of questions are likely to be posed by the 

PCs; the farmers answer them to the best of their ability, 
* What were those red things? How long has this 

been going on? 

he red devils started appearing two weeks ago. 


hey 
appear out of thin air and kidnap locals, often in daylight 
Now they've taken our son Hal!” 

+ What can you tell us about the disappearing 
tower? 

“The tower started doing that the night Belrath the 


Jackal disappeared. No one knows why, and everyone is 
too afraid to investigate.” 

* Who is Belrath the Jackal? 

“He's a local who became a mighty spellcaster and hero. 


Belrath retired from his adventuring career, built his mag- 


nificent tower, and began helping out around the 


ea 
whenever he could. He disappeared with his new bride 
the night the tower started to disappear and reappear.” 
+ All other questions: 
We dont know, Perhaps M 
Do you know where those de 


or Darwyn could tell you 


ils have taken our son? 


What will happen to him? Is he going to die? 


SCALING THE ADVENTURE 

“The Jackal’s Redemption” is designed to challenge four 
9th-level PCs, but it can be modified for parties of different 
sizes or levels. Consider adapting the adventure as follows: 

Sth- and 6th-level PCs: The adventure is too challenging 
for characters of this level as written. Run the adventure 
with the following changes 

+ Make Klithirza (area 5) a kyton. This makes the 
encounter EL 6 

+ Make the smoke paraelemental (area 6) huge (as 
opposed to elder). This makes this encounter EL 7. 

+ Reduce the number of magma mephits in area 7 to 
three, 

+ Make Caldre (area 8) a 2nd-level cleric, and make the 
fire elemental Medium-size instead of Large. 

+ Drop one mezzoloth from area 10. 

+ Reduce the number of xill in area 12 by two. 

+ Make Kasmine a 2nd-level sorcerer (area 13) and 
reduce the number of her imp pets by three and delay the 
xill reinforcements by 3 rounds. 

7th- and 8th-level PCs: The adventure is nearly suitable as 
written for characters of this level. Some areas do need 
alteration, however. 

+ Klithirza should remain a narzugon, but have the PCs 
encounter the devil without a mount. 

+ Make the paraelemental greater instead of elder. 


+ Leave Caldre as written, but reduce the size of the fire 
elemental to Medium-size. 

+ Instead of encountering two mezzoloths in area 10, 
place one mezzoloth and one barbazu or canoloth (Manual 
of the Planes page 187) 

+ Make Kasmine a 3rd- or 4th-level sorcerer, depending 
‘on how sawvy your party's tactics are. Reduce the number of 
her imp pets by one and delay the xill reinforcements by 2 
rounds. 

10th- and 11th-level PCs: Run the adventure as written. If 
the PCs aren't challenged enough, add a few more xills, give 
Kasmine a 1-2 more sorcerer levels, and consider adding 
another mid-CR devil to area 5. 

12th- and 13th-level PCs: The adventure is probably too 
easy for characters of this level as written, Consider the fol- 
lowing alterations. 

+ Make the flesh golem in the tower a clay golem (or add 
a second flesh golem) 

+ Add a second narzugon to area 5. 

+ Add 3-4 cleric levels to Caldre, and make the fire ele- 
mental in the temple huge. 

+ Make Kasmine a 9th-level sorcerer, and give all the xills 
Ist- or 2nd-level fighters. You might also consider giving 
Kasmine a less powerful devil bodyguard, such as a bar- 
bazu with a few fighter or barbarian levels. 
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REDEMPTION 


Halea's Reach 


In the unlikely event the PCs stop the abduction, the 
farmers explain that this is the first time someone has 
been rescued from the “red devils.” They encourage the 
party to enter Halea’s Reach and see Mayor Darwyn 


HALEA’S REACH 


's Reach is not unusual when com: 


pared to most country farming hamlets in this area 


The town of Hale 


Small hold farms circle the town proper in a radiating 
spiral of patchwork fields. Houses made primarily of 
fieldstone roofed in a thick thatch hunker cheerfully 
amid cottage gardens of herbs, vegetables, and a few 
flow: 


rs. You notice that many of the cottages have 
been boarded up, their doors and shutters nailed 
closed with rough-hewn planking. Still other homes 
have been burned out, their thick roofs of thatch now 
gone, leaving dark, shadowed windows that stare out 
at you like mournful eyes. The few visible townsfolk 
in the streets seem excited by your appearance and 
watch you hopefully as you pass 


Several small businesses and homes sit in a square 
abouta central court, the focal point of which is the town’s 
well. These look a bit more prosperous; many have two or 
even three levels with dressed stone lintels and win- 
dowsills. The wizard’s tower on the hill continues to 


appear and disappear eerily, but the residents seem to take 


no notice of it. A large stone building to the west of the 


central court resembles an inn, with a rough lean-to stable 
attached behind, Farther past the inn is a series of tightly 
packed buildings resembling an open marketplace 

W Halea's Reach (Small Town): Conventional; NG: 
800 gp limit; Assets 60,000 (presently 30,000); population 
1,500 (presently 750) (79% human, 9% halfling, 5% elf, 
half-elf, 1% halfore). 

Authority Figure: Mayor Darwyn Hemisal, male human 
Ari4 

Important Characters: Belrath the Jackal, male human, 


dwarf, 2% gnome, 


Wiz8; Sheriff Bae Relkin, male human Ftr4; High Cleric 
Cedras Arpad Clrs (Pelor); Innkeeper Algar Korvath 
dwarf Ftr3; Calahir Olwain, female elf Ftr4/Rog3 (miss: 
ing); Albie Chibald, male halfling Rog4/Sor2 (missing). 

Notes: Halea’s Reach has all the standard features of a 


town its size, including two large inns, a small jail and 


municipal building, a small church of Pelor, a shrine of 
Heironeous, an open farmers and traders market, a 
smithy, a leatherworker, an armorer, and a general sup- 
plies store. 

The PCs’ arrival in Halea’s Reach causes quite a stit 
among the remaining residents, About half of the towns- 
folk have fled because of raiding xills who have captured 
several dozen people and planeshified them away. The few 
who remain are generally terrified and have stayed 
because they have nowhere else to turn. The PCs are 
greeted as heroes; the townsfolk assume that the adven- 
turers are here because they heard about the “red 
demons.” 


Word spreads quickly, and wherever the PCs go anx 
ious townsfolk greet them. If the characters do not inter 
act with the townsfolk, you might choose to have the 
mayor of Halea’s Reach seek them out in person. Darwyn 
Hemisal, the mayor, introduces himself and attempts to 
determine the PCs’ intentions in town. He also hopes 
that they might be capable of helping Halea’s Reach with 
its problem, 

Mayor Hemisal can provide the following information 
if asked (this information is also available from various 
merchants and townsfolk with successful Gather Infor 
mation checks 

The tower (DC 10): 
and reappearing the day Belrath the Jac 


the tower began disappearing 


kal was supposed 
to conduct some big experiment. Belrath had been 
preparing for months for the experiment, and he hasn't 
been seen since that day: 

Belrath’s new bride (DC 15): “Belrath recently mar 
ried the beautiful and charming Kasmine, a long time 
friend and confidant, She supported and encouraged Bel 
rath in his endeavors. She vanished too. 

The red demons (DC to): “The red demons began 
after the tower started its 


kidnapping people shortly 
crazy flickering.” 

Belrath’s experiment (DC 20): “Belrath warned the 
townsfolk not to disturb him, but after the demons began 
appearing, the adventurers Calahir Olwain and Albie 
Chibald entered the tower to find out what was going on. 
Now they've gone missing too." 

(DC 15): “Calahir Olw: 
and Albie Chibald were adventuring friends of Belrath 


The missing adventure! 


they both were concerned about how Belrath was behav- 
ing and worried that his experiments were becoming too 
dangerous” 

Belrath's behavior (DC 25): “Belrath withdrew in 
recent months and came to answer a summons at his 
door less frequently each week, it seemed. Whatever he 
was working on, it sure seemed to consume his time and 
energy.” 

Neither Hemisal nor any other citizen of Halea’s 
Reach knows what would best help the town at this 
point, although no on really thinks Belrath had any 
thing to do with the appearance of the red demons. They 
still think far too highly of the missing wizard. If 
pressed, the most anyone is willing to speculate is that 
the demons must have been watching the town for a 
while, and only chose to strike once the town’s guardian 


vanished. 


THE WIZARD’S TOWER 


When the PCs finally decide to investigate Belrath's 


tower, read or paraphrase the following 


he slender circular wizard’s tower stretches over 100 
feet into the sky, It is made of expertly fitted granite 
blocks, so masterfully constructed that they hardly 
betray the joints between the stones. A 15-foot-high 
wrought iron fence marks the tower grounds; tall 
shrubbery grows on the inside to keep prying eyes 
out. The fence itself is hand-wrought and set with var- 


ious runes and magical symbol: 

Planted in a double row along the inside of the 
tower fence are thorny shrubs that twist and tangle 
together, effectively forming a barrier to all but the 
most nimble assailants. The shrubs flower profusely 
with cascading blooms of purple and white fragrant 
blossoms. As you watch, the tower itself ripples and 
fades from view, leaving the fenced area and grounds 
quite empty except for a circular spot of hard stone 
that seems to smolder and hiss alarmingly. Three 
ars in exactly the 


minutes later, the tower reapp: 
same spot it left. The gate to the tower grounds is a 
large wrought iron affair bearing a glowing rune sur 
rounded by the heads of three grinning jackals. A 
bent lockpick protrudes from the gate keyhole and 
the gate itself, left open and presumably unattended, 
sways ominously in the breeze. 


Calahir Olwain and Albie Chibald left the lockpick 
when they entered Belrath’s Tower to find out what hap- 
pened to their friend, The door is open and can be pushed 
inward to gain access to area x. As the tower phases back 
and forth between the Prime Material Plane and 
Gehenna, a ring of displaced hot stone from Kasmine’s 
hideout appears on that spot and begins to rapidly cool, 
giving off fumes and a small amount of smoke 

Remember that the tower phases every 3 minutes. The 
planet 


in the tower but if the characters wish to explore Kas 


is on has no effect on the encounters 


the tow 


mines hideout in Gehenna they have to step out of the 
tower when it is present on that plane. 


1. THE GROUNDS (EL VARIABLE) 


A dense row of intertwining shrubbery prevents you 


from seeing past the walled structure surrounding the 


Ly visi 


tower grounds, Wicked looking thorns lie ba 
ble beneath the leaves, their scarlet tips gleaming with 
aw 


axy texture. A winding path of crushed white stone 
leads from the open gate toward the front door of the 
tower proper, Gently winding herb gardens and vari- 
ous exotic-looking plants hedge the pathway, separat- 
ing it from the lawn that predominates the area 


around the base of the building. A few large trees, 
planted strategically to provide shade and block the 
wind, sway and rustle softly in the light breeze, but 


hardly any other sounds can be heard within this 


walled courtyard. 


The vegetation in a ring nearest the tower is brown 
and dead, as if dried or burned by great heat. On the 
path in front of the door lie two bent and broken 
bodies: one of a female elf and the other a male 
halfling, The bodies appear as though they had taken a 
terrible pounding before they succumbed to the after- 
life. Purpling contusions cover their limp and inert 
forms, yet they seem not to have been robbed or 
looted, as their gear remains with the bodies. The door 


to the tower is made of solid steel engraved with the 


same rune present upon the outer iron gate. Several 
bent lockpicks protrude from the door’s keyhole 


The two adventurers are Calahir Olwain and Albie 
Chibald. They knew the passwords to the two traps 
(“Enimsak” and °C 


‘ase and Desist” respectively) but we 


slain by the flesh golem standing guard just inside the 
door of the tower (area 2). 

Traps (EL 3 and EL 6): The door of the tower is 
unlocked but still has two active magical traps on it. Bel- 
rath placed the traps on the door to secure his tower before 


beginning his planar travel experiments. The first trap is a 
ts the 10- 


foot square area before the front door, Those affected fall 


sleep trap intended to deter townsfolk. It affe 


asleep for 2 hours and cant be awakened by anything short 
of a successful dispel magic ot similar magic. 


The second trap is more powerful magic. Intended to 


drive off more determined intruders, this cone of fire is 
potentially deadly. 

Sleep Trap: CR 3; 10 ft. by 10 ft. area in front of 
door causes character to fall asleep for 2 hours (caster 
level 8th); Will (DC 20) avoids; Search (DC 25); Disable 
Device (DC 25). 

(7 Flame Jet Trap: CR 6; cone of flame (Sd6); Reflex 
(DC 18) half; Search (DC 25); Disable Device (DC 25). 

Treasure: On Calahir Olwain’s body, the PCs find +1 
studded leather armor, dust of disappe 


rance (2 doses), 
Id, the PC: 
find a potion of detect thoughts, a ring of feather falling, a quar- 


shortsword, 54 gp, and 122 sp. On Albie Chiba 


terstaff, his robes, 136 gp, and Albie's personal journal. 

The journal is a personal account of Albie’s adventures 
with Calahir and Belrath. After the furious battle and the 
ensuing weather, the journal has been mostly destroyed. 
Few remaining entries are decipherable. If the party 
takes the time to read the remnants of the journal, they 
find out the information below. Many entries, incom- 
plete and out of context, make little sense. But others 
seem to have relevance to their present quest. 

Early Entry: This refe 
adventuring trio as they fought and protected their town 


s to the early careers of the 
from the ravages of nearby outlaws, 


Calahair, Belrath, and I recently returned to a heroes’ 
welcome in Halea’s Reach after our battles with the 


goblins of the nearby Stone Hills. We successfully 
foiled their devious plans to disrupt trade into the 
town and followed the raiding party we located back 
to their lair, We infiltrated the hideout with little dif 


culty but were discovered just before we could execute 
the ambush . 


Later Entry: This passage refers to the meeting of Bel 
rath and K: 


smine, followed by the disbanding of the trio, 


Albie clearly dislikes and distrusts Kasmine. Belrath con- 


tinues to grow in power while traveling to unknown 
locals with his new beau, while Albie and Calahir lan 
guish in Halea’s Reach. Belrath then builds his tower. 


Belrath has left us today to follow the lead of Kasmine, 
I do not trust that one, for she promises much and 
seems to deliver little, if anything at all, When she 
appeared at our sides to take down Krr'tesh, the great 
troll who had cornered us in an abandoned millhouse, 


we accepted her aid freely, although lately | have 


noticed that she prefers to solve issues with blades, 


rather than wits. Mercy comes not often from her... 1 


fear that her silver tongue and amazing looks have 
smitten Belrath. He is not normally so impulsive as to 
dissolve our relationship on a whim, He has even 
begun construction of 


More Recent Entry: Albie believes Belrath has been 
on adventures to gain the components necessary to build 
a planeshifting portal powerful enough to travel the 
planes freely. Albie does not know why Belrath w 


nts to 


leave the Prime Material Plane so badly. Belr: 


th’s person- 
ality also begins to change. He is more withdrawn, more 
obsessed about Kasmine, and less friendly to those who 
care most for him. Albie and Calahir are suspicious of 
Kasmine’s influence and motiv 


. Then Belrath marries 
Kasmine. 


The Jackal returned today—three weeks he was gone 
and not even word of his departure did he leave with 
us. As we watch him on his travels it seems he grows 
strong in magic, and his obsession with the planes 
grows more alarming. It seems as though each adven- 
ture he goes on brings him back a crueler man. The 
witch, as we have begun to name her, is always at his 
side whispering something in his ear. He has even 
begun to speak of marriage, although admittedly we 
have heard no such comments from Kasmine. He 
able in 


rarely visits anymore, and we feel uncomfor 


the tower, as if he does not wish our presence. 


Latest Entry: Albie and Calahir investigate Kasmine’s 
personal history and cannot find any evidence that sup 
ports the stories she tells about where she is from and her 


family or friends. Suspicious, they follow her into the 
woods one night and observe her speaking in a strange 
ature. They con- 


language to a small, multiarmed red cr 
front Belrath with their stories; the three argue and the 
friendship between the wizard and his former compan- 
ions ends. The experiment takes place and the tower 


begins appearing and disappearing; Albie and Calahir 


resolve to enter the tower to help their old friend. 


We decided to investigate further into the history of 
the witch. Her stories don't seem to match what we 
. We traveled to High Hold far 
to the north where she told us she grew up. 


know of her perso! 


jo one 


ade met 


there knew of her and the drawing Calahir n 
with blank stares and shrugs. We have been watching 
her mote closely of late and wondering on her resolve 
to find a conduit to another plane. She gave Belrath a 
big, fleshy, v 
ahorrid gift, Ir 


guely lifelike statue for their wedding— 
ly would rather not know where she 
located all of the p 


rts necessary to construct the grue- 


some thing, o if she purchased it, who the sculpture 
was, W 
night forays into the wood, An old ranger, admittedly 


are resolved to follow her on one of her late- 


in his cups at the time but otherwise reliable, told us 
that he saw her meet with a strange hooded figure that 


spoke in a bizarre . 


2. STUDY (EL 7) 
Through the now open door you can see a well- 
appointed and comfortable study. The room is well lit 
and strangely warm for a place with no obvious 
source of heat. A smoothly polished floor of plank 
hardwood is mostly covered with woven rugs. Two 


large, carved wooden tables sit in the room. The first, 
in the southwest corner, is surrounded by wooden 
the s 
northwest corner and is flanked by a pair of padded 


cond table rests in the 


chairs of simple design. 


benches, Both tables are covered in books, scrolls, 
scraps of paper, and quills. 
The walls are hung with tapestries depicting scenes 


strange world, composed mainly of large floating 
nds suspended magically in midair. Dozens of ev 
stranger flying creatures circle and wheel about on the 
air currents, The tapestries have been woven of thick 


en 


wool interspersed with strands of glittering silk and 
other fibe 


P 


‘s that cause them to shimmer as your eye 
sses over them, 


in the 


Two partially enclosed libraries branch off 
southeast and northwest corners. 

Opposite you stands a grotesque statue that appears 
to be made of a patchwork assortment of different 
humanoid body parts. Before you can consider the 
thing further, however, it begins to move quickly in 
your direction, raising its arms to strike. 


A suce! 


ful Knowledge (arcana) or Knowledge (the 

planes) check (DC 20) reveals that nearly all the material 

scattered about the room deals with planar travel. 
Creature: Belrath’s study is guarded by a flesh 


golem—a wedding gift to him from Kasmine. The golem 
received its last instructions to guard the tower against all 
intruders as Belrath left the tower to meet Kasmine in 
her hideout on Gehenna. The golem has already killed 
Albie and C 

2 Flesh Golem: hp 55; Monster Manual 108. 
Tactic: 
soon as the Pi 


ahir. 


The golem lashes out with its slam attacks as 


2s open the door . The golem tries to 
remain in the doorway, limiting the party's ability to 
flank it. 
‘Treasure: ral items of interest can be found in the 
ch check (DC 15), 


they find a small book entitled “Caring for Your Flesh 


study. If the party succeeds at a Sea 


Golem’ on the southeast table. The inside cover of the 


book reads: “For Belrath, my dearest. A reward on the eve 


of our great triumph and a gift for our wedding. Love 
Kasmine.” The book has detailed instructions on main: 


ested 


taining a flesh golem and is worth 250 gp to an inte 
wizard or collector. 
A successful Search check also turns up several books 


entitled: 


Yonstructing Stands to Hold Crystal Ball 
“On Blowing and Polishing Orbs,” and “Fargrahinir's 
Forging Amulets.” Each of the books is worth 250 gp and 
provides a +5 bonus to skill checks to craft these items. 

If the PCs’ Search check exceeds DC 20, the PCs find a 
note in the cushions of a bench at the northe 
reads, “Bel 
in orde 


ast table that 


ath, my love. I have found the amulet we need 
n't tell you how 


to travel to other planes. 1 c 


lucky 1 feel to have such a brave man as my new husband 
and how much I look forward to taking you to meet my 
mother and helping her escape the Bleak Eternity. We 
will show those small town fools who thought you too 


incompetent to achieve such greatness, Lov 


3. LIBRARIES 
Paneled in dark walnut, these rooms are quite shad- 
owy, but kept scrupulously clean and free of dust, as if 
owned by one who knows full well the value of books 
e full of 
shelves and leather-bound books in all sizes and 


and how to care for them. Both rooms a 


colors. A short stepladder sits to one side for retrieving 
books 
corner lead up into the tower 


Stairs in the northeast 


from higher shelves. 


The libraries are split into these cozy reading rooms to 
provide separate readers with some privacy, if its neces- 
sary. Retreating here, as with anywhere in the tower, 
doesn't prevent the flesh golem from following; only 
leaving the tower entirely is a safe way to flee from the 
creature, 


Treasure: The libraries contain a number of books and 
scrolls on a variety of topics the do not impact the adven- 
ture. Feel free to plant any sort of text plot point that 
might be important to your campaign here. Belrath, as 
described, has traveled throughout the planes, and virtu- 
ally any sort of information you can imagine could feasi- 
bly be found here. A Search check (DC 20) turns up an 
arcane scroll of magic circle against evil, haste, dispel magic, 
and fly (caster level sth). 


4, SLEEPING QUARTERS 
The stairs lead into a small chamber ringed with 
diaphanous hangings of silk and lace that give the 
chamber a feminine touch. Plush carpets of finely 
woven wool line the floor, set to keep out the chill and 
provide comfort to bare feet. A 
room, depicting pastoral scenes from the quiet life of 


pestry runs about the 


country farm. A huge chest of mirrored drawers 
sprawls across one corner of the room, anda large, lux- 
uriously dressed oval bed and an elaborately carved 
The bed 
is piled high with pillows and down-filled blankets, 


armoire round out the res 


of the furnishing: 


but it has been left in disarray. 
A few scattered pieces of clothing, both male and 
female, lie about on the furniture. In another corner of 
the room a set of stairs curves up. A round window is 
covered by closed iron shutters. 


the sleeping chamber is in disarray since Belrath and 
Kasmine left abruptly when the tower began to phase 
between the planes, Kasmine had her gang of xills 
ambush Belrath as they began to “explore” the new locale. 
they took him to the hideout and quickly began harvest 
ing the villagers and implanting them with eggs 

The shutters can be opened without effort. If the tower 
is on the Prime Material Plane, refer to the description of 
the grounds under area x to describe the view. If the 
tower is on Gehenna then refer to the description of the 
cavern in area 7 to describe the view from the bedroom. 


GROUND FLOOR 


SLEEPING 
QUARTERS 


Belrath’s Tower 
One square=5 feet 


LABORATORY OBSERVATORY 


Treasure: Belrath and Kasmine both reside here when 
on the Prime Material Plane. On top of the dressing table 
sits a chest containing a variety of jewelry, including 


platinum ring (300 gp), earrings (50 gp), gold necklace 


(150 gp), and a silver necklace (20 gp). The armoire is 
filled with robes and dresses, and a secret compartment 


in the back of the armoire (Search DC 20) contains a 


wand of knoe ster level sth, 23 charges). 


5. THE LABORATORY (EL 9) 
Beyond the final bend in the staircase you see a 
workshop and laboratory. The perimeter walls of the 
chamber are lined with many wooden shelves, all 
crammed with paraphernalia of the arcanist's trade 
One section holds many glass jars, each containing 
various dead and preserved specimens of strange and 
unusual creatures, A lifesize drawing of the human 
body hangs from one wall, cut away to show the 


internal organs and vascular structure beneath the 
skin. A larg 
one section of the curving wall. An array of winding 
tubes and bulbous vi: 


countertop of shiny steel predominates 


s and beakers sits upon it, set 
out in a series of stations, 

Several glass jars on metal stands look to contain sub 
stances that have burned beyond use, crusted to the 
bottom of their containers and exuding an unpleasant 
acrid odor throughout the entire room. 

Anumber of large, leather-bound tomes lie about on 
the counters, their pages crawling with indecipher- 
able arcane formulae and diagrams of unrecognizable 
structures 

In one corner sits a large chalkboard affixed to a mov: 
able stand. A strange collection of notes and calcula 
tions are scrawled across its surface. The room also 
holds an elaborate stand with a large glass ball perched 
on it. The stand is made of solid pewter inlaid with 
streaks and curlicues of silver and semi-precious gems. 
It is crafted to hold the ball firmly in an upright posi 


tion and features a variety of metal cogs and levers 


The base of the stand is decorated with several leering 


jackals, noses pointed to the sky. An elaborate chalked 


pentagram has been scribed upon the floor of the 
chamber, arcane symbols precisely inscribed at the 
apex of each point of the diagram. To the side, the 


staircase continues into the heights of the tower. 


Belrath has been unable to return to his lab, and the 


potions he was concocting have all burned and are now 


8) reveals that the burned 


useless. A Search check (D 


jars on the metal workbench were once suspended over 
candles that have burned down to tabletop level. This 
seems to indicate that whatever experiments were in 
progress here were abandoned. 


A full week has passed since the disappearance of the 


wizard, and the lab is untouched. The crystal ball appara- 
tus is incomplete, but the PCs can remove it and the few 
components not yet attached from the tower if they wish 
If they succeed in rescuing Belrath he is not pleased at 
the loss of his valuable equipment and likely reacts nega- 
tively to the party upon returning home. The glassware is 
mostly ruined and of no value. 


Characters who read the chalkboard can make a suc- 


cessful Knowledge (arcana) check (DC 15). Success indi- 


cates the character knows that Belrath was preparing a 


scroll of planeshift to pinpoint his planned travel to 
DC 30. 
reveals that the phasing of the tower might have been 


Gehenna. Another Knowledge (arcana) chec 

caused by just such a scroll being miscast. 
Creature 

intruders who might manage to vanquish the flesh golem 


Kasmine left a devilish ally here to stop 


downstairs. Klithirza, a narzugon devil and its fiendish 
dire boar mount have probably already heard the PCs 
downstairs in the study, and the two creatures have been 
waiting for the interlopers to show themselves since. In 
such a case, the Baatorian visitors are crouched behind the 


chalkboard in the corner. If the PCs were particularly 


silent for some reason, the narzugon is dismounted and 
speaking to its mount in Infernal, calming it in anticipa- 
tion for the battle both creatures hope is coming. 

# Klithirza, Narzugon: CR 9; Medium-size Outsider 
(evil, lawful); HD 10d8+10; hp 55; Init +2; Spd 20 ft; AC 
25, touch 12, flat-footed 23; Atk +17/+12 melee 

1ds+7/crit x3, heavy lance) or +16/+11 
(1d6+5/crit 19-20 x4, heavy pick); SA baleful gaze, spell- 
like abilities, summon baatezu; SQ damage reduction 
20/+2, baatezu qualities; SR 23; AL LE; SV Fort +8, Ref +9, 
Will +8; Str 20, Dex 14, Con 13, Int 12, Wis 13, Cha 19. 
Skills: Intimidate +17, Knowledge (the planes) +13, 


mele 


Ride +15, Search +14, Sense Motive +14, Spot +14, 
Wilderness +14. Feats: Improved Critical (heavy pick), 
Mounted Combat, Ride-By Attack. 

Baleful Gaze (Su): Those who see the narzugon's 
unmasked face see their own worst fe 


s reflected in its 


eyes. As they hold its gaze, the fearsome image grows like 
a hallucination until it blocks out reality completely. The 


baleful gaze functions as a phantasmal killer spell cast by 
10th-level sorcerer (save DC 18) against all within 30 feet 

Spell-like Abilities: At will 
person, produce flame, suggestion; 1/day—order's wrath or 


desecrate, doom, hold 


unholy blight. Caster level 10th; save DC = 14 + spell level 
At will, a narzugon can teleport without error on itself 


and its mount as the spell cast by a 12th-level sorcerer 


Summon Baatezu (Sp): Once per day, the narzugon 
can attempt to summon 13 erinyes or another narzugon 


with a 30% chance of success. 


Possessions: +2 heavy lance, gauntlets of ogre power +2, two 
potions of cure moderate wounds, spiked plate mail, small 
steel shield, masterwork heavy pick, 

2 Fiendish Dire Boar: CR 5; Medium-size Outsider; 
HD 7d8+21; hp 52; Init +0; Spd 40 ft; AC 15, touch 9, flat- 
footed 15; Atk +12 melee (1d8+12, bite); Face 5 ft. by 10 
fi 
fire resistance 10, damage reduction $/+2, scent; SR 14; 
AL LE; SV Fort +8, Ref +5, Will +6; Str 27, Dex 10, Con 17, 
Int 3, Wis 13, Cha 8. 

Skills: Listen +9, Spot +8. 


‘A ferocity, smite good; SQ darkvision 60 ft., cold and 


Smite Good (Su): Once per day, the fiendish dire 


to deal an additional 7 


board can make a normal att 
points of damage against a good foe 

Tactics: If the narzugon catches the PCs unawares, it 
uses its unholy blight ability in the surprise round. In the 
round following, it steps out from behind the chalk 
board, astride its mount, and uses its baleful gaze on 
anyone in the room. Klithirza then charges into battle, 
wielding its lance unless disarmed, using its teleport abil 


ity if it or its mount are reduced to fewer than 10 hit 


points. The devil doesn't attempt to summon other 
baatezu, since it's not exactly acting with the approval of 
some of Baator’s more powerful devils in aiding Kasmine. 

If caught by surprise, Klithirza uses its first action to 
mount its dire boar and use its baleful gaze. It then pro- 


ceeds to attack with its +2 heavy lance. 


Treasure: The stand and glass are components of a par 
tially completed crystal ball and a few unattached com 


ponents. The crystal ball is not functioning and on closer 


examination, a successful Craft (blacksmithing) check 
(DC 10) reveals that the stand is capable of moving the 
ball effortlessly through 360 degrees. An Appraise check 
(DC 16) reveals that the stand would be worth 500 gp to 


an interested buyer. 


6. THE OBSERVATORY (EL VARIABLE) 
A trapdoor opens to this small observatory high upon 
the topmost part of Belrath’s tower. This circular cham- 

and a number of crenela- 


ber is open to the sky abo 


tions in the exterior wall permit differing views of the 


night sky. A large brass astrolabe of curious design 


dominates the center of the observatory. It has been 
bolted firmly to the floor and a number of short 
benches surround it so as to provide a place for an 
observer to sit while studying the stars. The room is 
otherwise quite barren of furnishings and other imple 
ments, probably because it is so exposed to the weather, 


From the observatory, the characters have a perfect 
view of the town while on the Prime Material Plane, as 
the tower rests atop a high hill to the north of Halea’s 
Reach. 

On Gehenna, the view is much more disturbing 
Bleak cavern walls surround the tower at a distance of 
no more than 15-20 feet and swirling smoke obscures 


most of the ceiling, The astrolabe is an extremely heavy 
and complicated apparatus, weighing nearly 500 
pounds and bolted securely to the stones of the tower 


floor, It cannot be removed without great effort, and 


would likely be destroyed or severely damaged in the 
attempt 


Creatures: The observatory is the only location in Bel 


raths tower that could feature one of two possible scenar 
ios, depending on which plane the tower resides when 


the PCs reach this location. On the Prime Material Plane, 


no creature threatens the PCs in the observatory unless 
they've fled here with some guardian of the tower in put 
suit, But if the PCs arrive in this chamber after the tower 


has shifted to Gehenna, they encounter one of Kasmine’ 


allies: an elder smoke paraelemental 

@ Elder Smoke Paraelemental: CR 11; Huge Ele 
mental (air, fire); HD 24d8+96; hp 102; Init +15; Spd fly 
90 ft. (good); AC flat-footed 16, touch 19; Atk 
+27422/+17/+12 melee (2d4+9, claws); Face/Reach 10 ft 


by 5 ft./15 ft.; SA smoke claws; SQ damage reduction 
15/+3, elemental; AL N; Fort +12, Ref +25, Will +8; Str 22, 
Dex 33, Con 18, Int 6, Wis 11, Cha 11 

Skills: Listen +26, Spot +26. Feats: Dodge, Flyby Attack, 
Improved Initiative, Mobility, Weapon Finesse (claw) 


GEHENNA TRAITS 

The Bleak Eternity of Gehenna is a fiery, deadly place full of 
floating earthbergs and the evil yugoloths. Linked to both 
the Nine Hells of Baator and the Gray Waste of Hades, this 
is a plane few mortals enjoy visiting for long. 

Gehenna has the following traits 

+ Normal Gravity. Gravity is similar to the Material Plane, 
but naturally occurring volcanic mountains seem to float 
free in an infinitely large void. Gravity is normal on the 
steep slopes of a mountain, and a fall tumbles victims 
many miles until a chance ledge catches them, or contin- 
ued rolling abrasions of the fall completely shred the victim 
+ Normal Time. 

+ Infinite Size: The impenetrable void of Gehenna is 


Smoke Claws (Ex): A smoke paraelemental can 
engulf opponents by moving on top of them. It fills the 
air around one opponent smaller than it is without pro- 
voking an attack of opportunity. The target must succeed 


at a Fortitude save (DC 29) or inhale part of the creature. 


Smoke inside the victim solidifies into a claw or talon 
and begins to rip at the surrounding organs, dealing 
double the paraelemental’s claw damage automatically 
The affected creature can attempt another Fortitude save 
each subsequent round to cough out the semivaporous 
menace 

Tacti 
sorcerer who owed Kasmine a debt. It enjoys Gehenna, 


: The paraelemental was called and bound by a 


though, due to the heavy smoke and areas of intense heat, 


In combat, the paraelemental tries to surprise the first 
opponent it sees with its smoke claws, tipping him apart 
from the inside out, It remains flying above its foes at all 
times, gaining the +1 higher ground bonus to attacks, and 
resorts to normal claw attacks if its smoke claw attack is 
rebuffed. The paraelemental flees the area if reduced to 
20 or fewer hit points. Although it enjoys the opportuni 
ties inherent with working for Kasmine, it's not willing 
to die for her 

Development: If the PCs never enter the observatory 
while the tower is in Gehenna 


the paraelemental attacks 
the characters as they initially exit the tower on that 
plane 


__ KASMINE’S HIDEOUT 
Belraths tower phases every 3 minutes between the town 
of Halea’s Reach on the Prime Material Plane and Kas: 
mine’ hideout on Gehenna. The PCs need only step out 
of the tower in either locale to travel to that location, 

Kasmine’s lair is located in a small, isolated cavern 
structure in the Bleak Eternity of Gehenna, Bordering 
both Hades and the Nine Hells—Kasmine’s native 
plane 


Gehenna is a plane of dangerous volcanoes and 


infinite, but each volcanic mountain is finite. Each is far 
larger than the largest known land mass on the Material 
Plane, however. 

+ Divinely Morphic: Ordinary creatures find Gehenna as 
alterable as the Material Plane. 

+ No Elemental or Energy Traits. 

+ Mildly Evil-Aligned: Good characters on Gehenna suffer 
a -2 penalty on all Charisma-based checks. 

+ Normal Magic. 

While full of adventure opportunity for characters of this 
level, if you plan on running further adventures on 
Gehenna, it’s best if you consult the Manual of the Planes 
for more information. 


the home of the dreaded yugoloths. Some of these crea 
tures, in fact, created Kasmine’s small complex in return 
for a few souls shed captured eons ago. The smoke of 
Gehenna swirls above the open chambers of areas 7, 12 
and the balcony in room 10, The tower has come to rest 


here, fused to the rock of this cavern. A few scraggly 


shrubs and a na 


crow swath of lawn have been displaced 
from the Prime Material; the vegetation is now burned 
and blackened from the constant heat 

Kasmine selected Gehenna from which to base her 
excursions into the Prime Material Plane sinc 


it pre- 
vented the meddling of other devils from her home 
plane of Baator. She found that all too often, the souls she 
corrupted went to more powerful devils. Fed up with the 
strict hierarchy of the Nine Hells, she views her seduc 
tion of Belrath and dealings with the xills as not only a 
pleasant diversion, but the continuation of a long-term 
plan to become strong enough to return to Baator and 


actually make a bid for serious power 

For the purpose of this adventure, all the action takes 
place in Kasmine’s hideout. The characters can use this 
cavern complex as a jump off point for exploring the 
planes. If the characters enter the vastness of Gehenna, 


they run the risk of encountering all sorts of creatures 


that could pose a serious threat to characters of this leve 
The landscape of Gehenna is deadly in its own right 


composed of steep, precarious slopes, massive cliffs, and 


henna Traits” sidebar for 


fiery volcanoes. See the “C 
more information on the plane 


HEAT DANGERS 

Kasmine’ lair is very hot, as are many of the regions of 
Gehenna. These conditions mean that characters must 
make a successful Fortitude save (DC 15, +1 for each pre 
vious check) each hour or sustain td4 points of subdual 
damage. Other penalties might apply if the PCs spend 
any length of time in the area. See the DUNGEON Master's 
Guide, page 86, for more details on extreme heat 


Total immersion in molten rock is potentially deadly 
even for 9th-level characters. Fortunately, the magma 
streams in Kasmine’s lair aren't that deep, averaging only 


5~6 inches deep throughout. Should a PC fall off one of 


the islands or stone bridges, she takes 2d6 points of 
damage per round of exposure. Even after leaving the 
magma, the damage continues to accumulate, albeit at 
half the rate. So once a character leaves the magma, she 
takes 1d6 points of damage for 1d3 rounds. 

Immunity or resistance to heat ot fire protects a char 


although items immersed in 


ter from damage from lav 
d. See the 


the substance might still be damaged or destroy 
DUNGEON Master's Guide, page 89, for more details on lava. 
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7. THE CAVERN (EL 8) 
Belrath’s Tower is now present in a large, rough-hewn 
cavern of volcanic stone. Wild striations of red, 
orange, and gray crawl about the cavern walls and ceil 
ing, creating a crazed and crisscrossing pattern that 
tricks the eye into believing the walls are moving 
Smoke sifts and swirls about the cavern, seemingly 
moving of its own will, as no wind can be detected 
here. Heat presses against your skin in waves, emanat 


ing from the very rock about you. The temperature of 


the cavern is uncomfortably warm, and the stifling air 


stings your lungs as you breathe 

A number of large rock islands can be seen in the 
near distance, each surrounded by flowing rivers of 
molten stone. Fumes rise off the glowing magma in 
lazy swirls, curling off into the darkness. A rough 
stone footbridge connects the island of rock that the 
tower rests upon to its neighbor to the east; a footpath 
n the same direction, curving behind the bul- 
bous rock formations to disappear in the distance 


runs off 


Creatures: Within the magma flows of the cavern live 
a number of magma mephits that have come from the 
Elemental Plane of Fire through the lava plume in the 
temple. The mephits have allied themselves with Kas- 
mine and the xills. 

2 Magma Mephits (5): hp t9, 1 
Manual 132. 

Tactics: The mephits wait within the magma flows 


16, 13, 10; Monster 


until the party disembarks the tower and attempts to 
cross the third stone bridge toward the cleric’s temple 
(area 8). When the party is halfway across the bridg, 
three mephits attack from the magma using their bre 


h 


ble every 1d4 rounds. Between 


weapons, which are use 


blasts from their breath weapons, two mephits use their 
pyrotechnics spell-like ability 
party, while another cre: 


one attempts to blind the 


ates a cloud of choking smoke 
with the ability, 

Chai 
of the pyrotechnics smoke must make an Intuit Direction 


ters who are blind or engulfed in the darkness 


check (DC 10) to avoid stumbling near the edge of the 


bridge if they attempt to move. Characters who fail this 


check must then make a successful Reflex save or Bal- 
ance check (DC 14) or fall into the lava below. The 


xit the s 


mephits are reluctant to e fety of the magma (it 


provides half cover) and continue to harass the PCs in 
this manner by breathing and then pursuing the charac- 
ters as they move along the bridge from the magma. This 
the PC 


creates a challenging encounter « 


ttempt to 
engage or escape the mephits. 
Falling in magma is potentially lethal, as described in 
the “Magma section above 
Development: If the mephits are not dealt with, or if 


they are reduced to half their number or less, they run off 
and join Caldre, the cleric in the fire temple. In such an 
instance, add the mephits to the encounter in area 8. If 
the PCs make a great deal of noise in their encounters 


with the mephits (like falling in the lava or casting any 


noisy spells), Caldre might hear the commotion (Listen, 


DC 15, each round of combat) and arrives from the 
temple in 5 rounds with his elemental servant in tow 


Before heading to the scene of the battle, he casts resist 


ance, endure elements (fire), protection from good, and bull!’ 


strength upon himself. Once engaged, he hangs back, cast 
ing hold person twice on any likely looking fighters in the 
party, then ordering his elemental servant to bull rush 
held foes into the magma before attacking them using its 
burn special ability. If cornered, he casts darkness and 
attempts to flee to Kasmine. Caldre's statistics are 
detailed in area 8 

Ad-hoc XP Award: PCs who successfully defeat the 
magma mephits here should earn 125% the normal expe: 
rience due to the difficulty of battling the mephits in 
such precarious terrain 


8. TEMPLE OF THE XILLS (EL 11) 
Acrid smoke billows along the floor of this rough 
carved room, Black basalt, porous and jagged, domi 
nates this ar 


a. The curving sloped walls ascend a full 
50 feet up to meet in a great arched dome overhead. 
Various ledges and rock crevices abound in the area 
and the skittering sounds of unseen denizens waft 
toward you, distorted by the ever-present mists. A 
massive altar of once-molten glass dominates a nook 
carved from the east wall of the room. The altar is a 


smoky, translucent pink color, with depressions 


carved from its surface and a collection of humanoid 
skulls placed about its foot. 

A number of finely woven banners depict fiery 
beings being worshiped by a score of small, insect- 
like creatures with six limbs. The north end of the 
room holds a molten column of viscous lava that 
flows fi 
waves. Giving off a blistering heat and casting a red 


om the floor into the ceiling in rhythmic 


glow into the room, the column thrums with magical 
energy, glowing and pulsing in the waves of scorching 


NEW MAGIC ITEM 

Whip of Taming: The whip of taming is the answer to every 
depraved devil's dark prayers. Woven from the flayed hides 
of hedonistic mortals, this dull black +2 unholy whip features 
barbed hooks at the ends of its three long tails. Up to three 
times per day, upon a successful melee attack the wielder 
can choose to have the whip afflict a victim with the effects 
of an emotion spell. The effect of the spell is always 
“despair” as described on page 199 of the Player's 


Handbook. A successful Will saving throw (DC 16) negates 
the emotion effect, but not the damage. The whip is a tool of 
evil, and any good creature attempting to wield it suffers the 
normal penalties associated with using an unholy weapon 

Caster Level: 7th; Prerequisites: Craft Magic Arms and 
Armor, emotion, unholy blight; Market Price: 65,901 gp; Cost 
to Create: 32,800 gp + 2,624 XP. 


heat, A red-skinned reptilian figure about § feet high 
and clothed in robes of black leather stands at the 
altar, chanting in a strange tongue 


The temple is the residence of the cleric leader of the 
xills, Caldre, and his fire elemental servant 

 Caldre, Male Xill Clrq: CR 9; Medium-size Out- 
sider (evil, lawful); HD Sd8+10 plus 4d8+4; hp 67; Init +7; 
Spd 40 ft., AC 25, flat-footed 22, touch 13; Atk +13/+8 
melee (1d6+4, +2 light mace), +12 melee (1d6+2, +1 light 


mace), +5 melee (1d4+2, claw), +5 melee (1d4+1, claw); or 
+12 ranged (1d8/crit x3, 2 masterwork longbows); SA 
improved grab, paralysis, implant; SQ planewalk; SR 21; 
AL LE; SV Fort +10, Ref +8, Will +11; Str 15, Dex 16, Con 
15, Int 12, Wis 17, Cha tt 

Skill: Concentration +9, Escape Artist +11, Intuit Direc- 
tion +6, Listen +9, Move Silently +11, Spelleraft +6, Spot 


+9, Tumble +11. Feals: Combat Casting, Improved Initia- 
tive, Multidexterity, Multiweapon Fighting, Weapon 
Focus (mace) 

Spells Prepared (5/5/4; base save DC = 13 + spell level): 
O—cure minor wounds x2, detect magic X2, resistance; 1st 
cure light wounds x2, endure elements X2, protection from 


good*; 2nd—bull’s strength”, darkness, hold person x2. 


Domain Spells, Domains: Evil (cast evil spells at +1 
caster level); Strength (feat of strength 1/day—+4 
Strength for 1 round), 

Possessions: +1 chain shirt, +2 light mace, +1 light mace, 
potion of cure moderate wounds, potion of cure critical wounds, 
potion of protection from elements (fire), bag of diamonds 
(300 gp, 200 gp 2, 150 gp X4, 75 gp XS). 

Large Fire Elemental: hp 60; Monster Manual 83, 

‘Tactics: The elemental presently resides in the lava 


column heating the room, but it immediately attacks to 


defend the xill cleric if the pair was not alerted to the PCs! 
movements or battles with the magma mephitis. The lava 
column gives off a tremendous amount of heat, and char- 


acters who come within 10 feet of it take 1d6 points of 


subdual damage. The pillar also radiates enough heat t 
it acts asa heat metal spell (caster level 3rd) against char- 
acters who get that close, 

Caldre casts resist elements (fire) and protection from good 
on himself if he can. He then moves back to the pillar and 
casts bull's strength on the elemental before turning to 
taunt the party into rushing in to attack them, refusing to 
parley at all, He then casts hold person twice if he has time. 
Caldre loves fighting with his magic maces and claws, 
and once the characters engage him or he runs out of 


holdperson spells, he Tumbles by the hardiest fighters in 


an attempt to reach a spelleaster or ranged attacker. He 
then uses his Strength domain ability to increase his 
Strength by 4 (+2 to attack and damage) for 1 round and 
attempts to drop a PC with one mighty blow. If he can, 


Caldre grapples physically weaker foes and tries to bite 


them. He focuses his attacks on one opponent at a time, 
trusting in the elemental to distract tougher fighter 
types. 


If reduced to fewer than 20 hit points, Caldre casts 
darkness and attempts to flee to Kasmine to warn her of 
the intruders. 

The Temple of the Xill’s dominant feature is the lava 
ful Knowledge (the 


planes) check (DC 15) reveals that the plume is a gate to 


column in the alcove. A succe: 


the Elemental Plane of Fire. The key to the gate is not 
present in the hideout (nor is it part of the adventure at 
all) and Cadre was busy attempting to divine what would 
open the gate so that he could travel through it. The other 


interesting feature in the room is the glass altar, which is 


formed from a solid piece of glass and fused to the 
ground. Other than Caldre’s belongings, there's nothing 
else of interest in the room, 


9. THE CLERIC’S ROOM 
This room is very sparse, The rock walls have been 
hewn smooth and bear absolutely no ornamentation 
whatsoever. The stone floor is also smooth, with a 
few spidery cracks crisscrossing its slightly sloping 
surface, It contains a small bed formed from molten 
glass that rises about 3 feet from the floor. The bed is 


cro: 


covered with a number of strange skins and hides, 
partially cured at best, which exude an unpleasant 
smell. 


This is Caldre’s room. He carries his 


aluables on him, 


so there's nothing of interest in this chamber, 


10. RECEPTION HALL (EL 9) 

Getting into this chamber has its own small challenges. 
The door to this room is made of solid stone, although it 
is unlocked, and the inhabitants within aren't making 
an pre 
encounter before entering with mere Listen checks. 


much noise. It’s unlikely the PCs are for this 


Magical means might help them figure out what lies 
beyond the portal. 

W Stone Door: 6 in. thick; hardness 8; hp 90; Break 
DC 26. 

Trap: Anyone who steps in the 5-foot square before 
the door who doesn't speak the command phrase, “Kas- 
mine is a devilish beauty” triggers the trap. 


* Alarm Trap: CR 2; triggers mental alarm; Search 
DC 26; Disable Device DC 26. 
Once the PCs open the door, whether they tripped, dis- 


armed, or ignored the trap outside, read or paraphrase the 
following: 


This room is gaudily decorated. Flowing red and 
purple draperies and huge murals adorn the walls. The 
murals show sequences that depict the temptation and 
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Kasmine’s Hideout 
One square=10 feet 


fall of man to a variety of vices. Cylindrical marble 
columns surround a steaming tub filled with warm 
bubbling water. Many piles of plush pillows and thick 
towels surround the tub. Closed doors lead both east 
and west. 

In the north end of the hall you see a balcony over- 
looking a large chamber beyond this one. Suspended 


by a series of arched poles above the balcony is an 


imposing, man-shaped cage of wrought iron. Encased 
within the cage, bound, gagged, and positioned such 
that he can't help but gaze into the chamber to the 
north, is a human male. As you watch, he seems to 
struggle weakly against his bonds, but is unable to get 
free. The man is emaciated, and you see painful welts 
on his back 

ke in this scene, you notice the 


Before you can truly 
two human-sized insect creatures covered in heavy, 
smoky 


hitin standing to the side of the balcony. Each 
of their four arms is tipped in razor sharp claws, 
although the creatures also carry tridents 
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This is the lair of 
Kasmine the erinyes 
Having failed to tempt 
Belrath into becoming 
evil, she is attempting to 
drive him insane by 
forcing the wizard to 
watch the captured 
townsfolk in the cavern 
below being implanted 
with the eggs of the 
xills. When the wills are 
birthed, and the towns 
folk brutally killed, Kas 
mine is sure the sight of 
it will drive Belrath over 
Lava pluy 

the edge. Either way she 
is enjoying her game. 

Kasmine checks in 
on Belrath periodically, 
but she spends most of 
her time in her personal 
quarters (area 13) plot 
ting her next move 
She's appointed a pair of 
guardians to watch Bel 
rath while she schemes 

Creatures: The 
two insect creatures are 
mezzoloths, native 
denizens of Gehenna 
and one of the sub 

species of the dreaded 
yugoloths. They were placed here to deal with any rescue 
attempts or other unwelcome intruders, and they're 


er to fight 


In addition to the mezzoloths, one of Kasmine’s pet 
imps is perched atop the cage, invisible. It spends most of 
its time whispering to Belrath, reminding him of his fail 


ure and describing in excruciating detail the pain the 


townsfolk will experience when the xills’ eggs hatch. 

2 Mezzoloths (2): CR 7; Medium-size Outsiders 
; HD 8d8+8; hp 44; Init +4; Spd 40 ft; AC 18, flat- 
footed 18, touch 10; Atk +12/+7 melee (1d8+3, trident) or 
1d4+3, 2 claws), or +12 ranged (1d843, tri- 
; SA spell-like abilities, summon yugoloth; SQ 


evi 


+11 melee 


dent 
damage reduction 10/+1, yugoloth qualities; SR 22; SV 
Fort +7, Ref +6, Will +6; Str 16, Dex 11, Con 13, Int 7, Wis 
10, Cha 14. 

Skills: Hide +9, Intimidate +10, Listen +11, Move 
Silently +9, Spot +11. Feats: Improved Critical (trident), 


Improved Initiative, Weapon Focus (trident 
Spell-like Abilities: At will—cause fear, darky 
, produce flame, see mvisibilit 


ss, dese: 


2/day 


cloudkill, dispel 


magic. (Caster level 8th; save DC = 12 + spell lev 

Twice per day, a mezzoloth can use teleport without error 
self plus 50 pounds of objects only) as the spell cast by a 
12th-level sorcerer 

Summon Yugoloth (Ex): Once per day, a mezzoloth 
can attempt to summon another mezzoloth with a 40% 
chance of success, 

Yugoloth Qualities: Yugoloths are immune to poison 
and acid, and they have cold, fire, and electricity resist 
ance 20. These are extraordinary abilities 

Yugoloths can also communicate telepathically with 


any creature within 100 feet that has a language. This is a 


supernatural ability 
See the Manual of the Planes, page 185-188 if you're 


non mezzoloths and the 


interested in more informati 


other subspecies of yugoloths. 
Possessions: The mezzoloths carry their wickedly barbed 
tridents, but nothing else 
Tactics: One mezzoloth begins the fight with its cloud 
kill spell-like ability. The other targets a tough looking 


fighter with d the mez: 


magic, Once melee is engaged, 


zoloths fight with their tridents or claws until slain. The 


yugoloth master who “loaned” them to Kasmine—a 
fierce ultraloth named Por Ell—told them to follow her 
orders to the letter, and Kasmine’s last orders were to 
battle intruders to the death 


The imp sitting on Belrath’s cage watches the battle for 


1 round before acting. It then flies invisibly to the rea 
1 


The following round, if it is still alive, it turns invisible 


most PC and attempts to sting him with its barbed tai 


and rushes to area 13 to inform Kasmine of the PCs’ pres 
ence 

Development: During the combat, the wizard Belrath 
listens intently. Unable to call out due to his gag, unable 
to even watch his fate decided, he waits tensely until the 
battle is over, If the PCs release him from the cage, he is 
desperately grateful. He now realizes his folly and is 
extremely determined to make up for his mistakes 

Belrath is secured in the locked cage by three sets of 
manacles: one binding his ankles and one chaining 


each of his hands to the cage. To free Belrath during 


combat each of the four locks (one on each set of man- 


acles and one on the cage itself) needs to be opened 
individually 

® Masterwork Manacles (3): hardness 10; hp 10 
Break DC 28; Open Lock DC 30, 

W Iron Cage: hardness 10; hp 45; Break DC 26; Open 
Lock DC 30. 

Using the key that Kasmine has around her neck 
enables a character to free Belrath in 2 rounds. One 
charge from a knock spell opens all four locks simultane- 
ously, 1f freed during combat, Belrath immediately 
attacks his captors and aids the party to the best of his 
ability from that point on. 
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If the characters rescue the wizard, he is grateful, but 
he demands that the characters help him rescue the peas: 
h, ina fit of 


ants in area 13. If the characters refuse, Belra 


guilt, rushes into area 12 in a mad solo rescue 


tempt. If 
the PCs dont follow soon after, the wizard is quickly slain 
by the xills. 

Belrath doesn't volunteer any information regarding 
his corruption and failure to realize Kasmine's true 
nature. He says only that he “fell victim to the fell wiles of 
a dreadful devil” and that “he has vowed to make it up to 
the citizens of Halea’s Reach, who he has so sorely disap 
pointed.” If the party informs the Jackal that Calahir 
Olwain and Albie Chibald were slain, Belrath is horrified 
a mood 


and withdraws into a quiet, dark depression 


that doesn't lift until he is back on the Prime Material 


Plane, kidnapped citizens of Haleas Reach in tow. 


¢ Belrath, Male Human Wiz8: CR 8; Medium-size 
Humanoid; hp 40 (currently 21); Init +6; Spd 30 ft; AC 
12, flat-footed 10, touch 12; Atk +5 melee (1d3-1, 
med strike) or +8 ranged (ranged touch); SQ spells; 
AL CG; SV Fort +4, Ref +4, Will +6; Str 9, Dex 15, Con 15, 
Int 18, Wis 11, Cha 12. 

Skills: Concentration +9, Spellcraft +7, Knowledge (the 
planes) +7. Feats: Brew Potion, Combat Casting, Craft 
Wand, Craft Wondrous Item, Improved Initiative, Scribe 
Scroll. 

Possessions: Belrath’s four spellbooks sit in a sack on the 


floor in the corner of the room, out of sight of his cage 
essions consist of the 


Other than that, Belrath’s only po: 
rough rags he currently wears; the rest of his gear was 
taken by Kasmine and bartered away to her allies. 

Spells Prepared (4/5/4/4/3; base save DC = 14 + spell 
level): 0—ray of frost, resistance, light, detect magic; 1st— 
mage armor, identify, sleep, magic missile x2 (one used); 
2nd—web, blur, invisibility, mirror image; 3rd—dispel 
magic, lightning bolt, haste, slow; 4th—confusion, summon 
monster LV, fire shield. 


The bolded spells were cast by Belrath during the 
combat in which he was captured by Kasmine. 

Spellbook: Belrath's spellbook contains all the spells 
above, as well as the following spells. O—all; 1st—endure 
elements, feather fall, 
grace, continual flame, detect thoughts, endurance, flaming 


grease, sleep, unseen servant; 2nd—cat's 


sphere, misdirection, protection from arrows; 3rd—fireball, 
greater magic weapon, protection from elements, suggestion; 
4th—dimension door, solid fog. 


11. EMPTY HALLWAY 
This room is empty except for four small columns that 
stretch to the stone ceiling and a door in the east wall. 


The room is empty. 


12. XILL CAVERN (EL VARIABLE) 


Iking down the tunnel 
from area 12 or by looking over the balcony in area x1. 


This cavern can be seen by wa 


‘The roughhewn rock cavern contains a scene best left 


to nightmares. Tied spread-eagle to stakes on the floor 
are dozens of peasants. Wild eyed with terror and in 
obvious discomfort, their bodies are covered with pur- 
plish and yellowing bruises and their abdomens 
greatly distended. Looking more closely, you notice 


s occasion- 


that something within their swollen belli 
ally writhes or throbs. 

Barrels of water and sacks of food are piled in a nook 
in the north of the room. Three small chambers lead 
from this cavern, but you cannot make out what might 
be hidden within their shadowy depths from where 
you stand, 


All these people once lived in Halea’s Reach. The 
young boy kidnapped in the opening scene is present 
here unless the P 


foiled the initial abduction attempt. 


Creatures: The room is guarded by six xills unless 


they responded to Kasmine’s scream for help (see area 
13). Twenty pe: 
either or both of the two xills in the initial encounter 


nts are held here. Also note that if 


were slain, the number of xills in this room should be 


reduced accordingly. When they traveled to the Prime 


Material Plane, these two xills left their most valuable 


pos 
The three small rooms branching from the main 


essions behind (see Treasure below). 
cavern act as the sleeping chambers of the xills. Each 
holds several small beds and an assortment of common 
living items, burt the xills carry their more valuable 
treasure, 

P Xills (6): hp 26, 28, 31, 34, 35, 39; Monster Manual 187, 
ach xill carries a small magic item you 


Possessions: 
should consider while running this encounter. The first 
has a potion of cure moderate wounds, the second a potion of 
endurance, the third a potion of blur, the fourth a +1 
longsword, the fifth a +1 heavy mace, and the sixth a +1 
medium shield, Each xill also wears an iron key on a thong 
about its neck. 

Tactics: If they do not hear Kasmine’s scream, the xills 
are tending to the prisoners and preparing for the birth 


of their spawn. They defend their implanted hosts to the 
death. 

Development: The prisoners have been implanted 
with xill eggs. The peasants are extremely grateful to be 
rescued, and they want to be brought home immediately. 

A successful Heal check (DC 20) reveals the following, 
information concerning the condition of the captives: 

+ The eggs can be removed with a successful Heal 
check (DC 20) or by casting remove disease. 

The first clutch of young xills (four total) will be born 


within 8 hours. The next group of four xills emerges 24 
until 


all the peasants are dead (and all the xill are born) or they 


hours later, and the cycle continues in this manne 


are healed. If the party cannot heal the afflicted towns- 
folk they can be transported to Halea’s Reach, or a runner 
can be sent to retrieve Cedras Arpad, the Cleric of Pelor 
who will have the requisite remove disease scrolls and 
spells prepared, 
Treasure: A successful Search check (DC 15) in the 
three small rooms off the main chamber reveals a small 


coffer near each bed (there are a total of six), each of 
which can be unlocked by the keys worn around the 
necks of the xills. Each coffer contains 500 gp. This 
would be a prime location to drop a hook for a future 
adventure, in the form of a note, journal, or campaign rel 
evant item. 


13. KASMINE’S BEDROOM CEL 13) 


Rich draperies hang on the walls of this plush room 
while thick carpet covers the floors and a large pile of 
pillows and blankets are mounded in the northeast 
corner of the room. Racks of women’s clothing and 
shoes take up the entire length of the south wall. Many 
chests of wood bound in steel are scattered about, some 
half open and spilling their contents onto the floor. A 
large mirrored dressing table covered in cosmetics and 
jewelty is pressed up against the middle of the north 
wall, and two chaise lounges upholstered with bro- 
caded silk in tones of gold and blue are set near the 
dressing table, their carved wooden legs ending in 
gleaming gilded claws. A huge round bed occupies the 
middle of the chamber, covered in a rich purple velvet 
spread and surrounded by diaphanous hangings of 
sheer fabric that flutter and ripple in soft air currents. A 
number of oil paintings grace the walls, depicting the 


hellish torment of a variety of men by black-robed, 


voluptuous women with feathered, bat-like wings 


This is Kasmine's personal chamber. If the PCs have 
made their presence known to her, she appears to them 
in the guise of the beautiful, helpless captive of the xills 


in order to buy time to use her gaze attack. 


A secret door in the west wall can be found on a suc- 
earch check (DC 20 
smine, Erinyes Sors: CR 12; Medium-size Out 


cessful S 
9 Ka 
sider (evil, lawful); (5 ft., 6 in, tall); HD 6d8+6 plus 5d4+5; 
‘age); AC 20, flat 
1d2+2 subdual, 


hp 60; Init +5; Spd 30 ft., fly 50 ft. (a 


footed 19, touch 11; Atk +12/+7 mel 
whip of taming), or +10/+5 melee (1d8+3/crit 19-20, 


longsword), or +9/+4 ranged (1d8/crit x3, longbow), or 

9 ranged (rope entangle), or +9 ranged touch; SA rope 
entangle, charm person, spell-like abilities, summon 
baatezu; SQ damage reduction 10/+1, baatezu qualities, 
tongues; SR 12; AL LE; SV Fort +7, Ref +7, Will +11; Str 


14, Dex 13, Con 13, Int 16, Wis 14, Cha 20. 


by Aaron Williams 
www.nodwick.com 


Skills: Bluff +14, Concentration +11, Disguise +11, 
Escape Artist +9, Hide +9, Knowledge (the planes) +11, 
7, Spelleraft+12, 


Listen +11, Move Silently +9, Search 
Spot +11. Feats; Dodge, Improved Initiative, Mobility, 


Exotic Weapon Proficiency (whip 

Languages: Common, Infernal, Elven. 

Spells Known (6/8/5; base save DC = 15 + spell level 
O—detect magic, ghost sound, light, mage hand, ray of frost, 
read magic; tst—alarm, charm person, mage armor, magic 
missile; 2nd—flaming sphere, web: 

Possessions: ring of minor elemental resistance (electricity), 
potion of cure moderate wounds X2, whip of taming (see the 
New Magic Item’ sidebar), key to Belrath’s cage. 

2 Imps (6): hp 16, 15, 13, 13, 12, 10; Monster Manual 48, 

Ta 
imp in area x2 warns her of the PCs’ presence, Kasmine 


cs: If the characters trigger the alarm trap or an 


casts mage armor and uses her polymorph selfability to look 
like a beautiful, disheveled human woman. She then 
begins to make gentle crying noises (Listen DC 10 

before the characters open the door. When the characters 
enter, Kasmine immediately adopts a damsel in distress 
act. She runs toward the characters, crying and pleading 
with them to save her husband from the terrible cage. 
She attempts to make eye contact with as many charac 

ters as possible, attempting to use her charm person gaze 
attack, all while asking the PCs to free him. 

If this tactic does not work, Kasmine lets out a blood 
curling scream that causes the imps hiding invisibly in 
the room to attack immediately, as well as drawing the 
xills from area 13 in 2 rounds. 

Consult the Monster Manual carefully in preparation 
for this encounter, paying special attention to Kas 
mine's spell-like abilities, her charm person gaze attack, 
and her entangle ability, Kasmine is not a fighter; she 
prefers to let others do that for her and live to manipu 
late another day. The devil wont stick it out and fight to 
the death. If things go badly, she uses her teleport without 
error ability and escapes into the wilds of Gehenna. At 
this point, she would be virtually impossible to find 
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unless the PCs resort to powerful magic (such as discern 
location or something similar). If the PCs display the 
capability to discover her whereabouts, she continues to 


teleport without error until they 


se pursuing her or she 
is slain. 

Treasure: Besides Kasmine's personal treasure, she 
owns dozens of dresses and matching shoes (800 gp 
total) along with twelve pieces of assorted jewelry (100 
gp each). 


14. KASMINE’S TREASURE ROOM 


Once the PCs find and open the secret door, read or para- 
phrase the following: 


The secret door parts silently from the walls of the cave 
and swings lightly outward without a sound. It opens 
into a rough-hewn chamber that contains a pair of 
large closed chests. The walls and floor are completely 
unadorned and swept bare of debris and dust. A low 
ceiling of chiseled stone looms barely 8 feet overhead 
The chests placed in the center of the room are made of 
wood bound in iron and seem to be quite sturdy. 


The room is otherwise empty. 
Treasure: The chests are not trapped and contain the 


following items: 300 gp; 1,340 sp; a +2 battle-axe; arcane 


scrolls of contagion, halt undead, and control water; divine 
scrolls of dispel evil, planar ally, and creeping doom; and a 
potion of reduce (Sth level). 


If the PCs succeed in liberating Belrath, freeing the peas- 
ants, and returning them to Halea’s Reach sans the xills’ 


eggs, they are invited to a week long celebration in their 
honor. The celebration takes about a week to prepare 


During that time, the characters ate treated royally by the 


ISSUE #96 PREVIEWS 
PANDEMONIUM IN THE VEINS 


by Frank Brunner 

Gladiators fight for glory on the sands of The Veins, the 
wildest arena in the land. But now a malevolent force is 
killing off the gladiators. The stables need new recruits, 
and the PCs are prime candidates. Can they survive pro- 
fessional combat long enough to expose the menace to the 


eins? “Pandemonium i in the Veins” ‘isa D&D adventure 


folk of Halea’s Reach. Many of the people who fled town 


begin to return by the end of the celebration 


Belrath is extraordinarily grateful and offers to make 
each of the characters a potion of their choosing. If the 
characters looted the tower, the Jackal expects them to 
return his things, although he is perfectly happy to let 
them keep any of Kasmine’s belongings. The wizard is 
visible helping with preparations for the celebration and 
remaking old acquaintances in town 

Belrath’s tower continues to phase back and forth 
between the Prime Material Plane and Gehenna, and Bel- 
rath vows to find a way to stop the shifting, Belrath might 


even ask the characters to go on quests looking for infor- 
mation and magic items that might help fix the tower 

Kasmine’s hideout remains accessible to the party for 
as longs it takes Belrath to stop the tower from phasing, 
The conduit to the Elemental Plane of Fire is still present, 
as are the rocky mountains and deadly slopes of 
Gehenna, should the PCs be interested in pursuing fur 
ther adventures in these place 


If Kasmine escapes alive she definitely looks to have 
her revenge on the PCs, Kasmine is a master manipula 


tor, and the characters have just scratched the surface of 


If Kasmine is forced to flee to her 


her possible resou 
father, an even more powerful devil, and the characters 
find means to follow her there, things might get really 
interesting 


Chad 1s a grade school teacher, unrepentant roleplaying addict, 
and part-time DM. He inhabits the frigid northern wastes with 
his family, dreaming up new challenges to keep his players on 
their toes. 


Greg is a vice principal entrusted with disciplining 450 unruly 
goblins at a undisclosed kindergarten to grade eight school in 
the fro 
arrival of thetr own halfling rogue or pixie princess in October 


zen Canadian north. Greg and his wife eagerly await the 


DWARVES AT DINNER 

by Rob Manning 

When adventurers visit the Underdark, they expect foul 
events to befall them. When Underdark denizens visit 
the surface, they should expect the / 

shouldn't they? When a / 

deep dweller of royal lineage is 

trapped by a foul beast on the sur- 

face, his entourage must coerce 

some unsuspecting dupes into 

rescuing their leader. Enter the 

PCs. “Dwarves at Dinner” is a 

D&D adventure for four 6th- 


same... 


THE WITCH OF 


SERPENT: 


S BRIDGE 


ARTWORK BY VINOD RAMS - CARTOGRAPHY BY PETER WHITLEY 


| Magic Items. Monsters 
The Witch of Serpent Bridge” is a D&D adventure 
designed for four 3rd-level player characters (PCs). A 
ranger would be helpful, as would characters with good 
Diplomacy skill. Characters who survive the entire 
advémture should advance to 4th level, You can modify 


the adventure for other levels by adjusting the enéoun 
ters as described in the “Scaling the Adventure" sidebar 
The adventure begins when PCs take the most direct 


route through the Stagnant Wood. 


__ BACKGROUND 


For hundreds of years, the Stagnant Wood has been a 


hunting ground for small bands of gnolls. The Wood is 


crisscrossed with, their trails and spoiled by refuse from 
their temporary camps. It is also home to a solitary half 
elf witch named Voreo, whom the gnolls fear and avoid 

Human civilization came to the region over a century 
ago, and the Woods Road cut through the heavily 
forested area. People from the surrounding towns used 
the road for years, but stories of frightening creatures and 
missing travelers eventually convinced most sensible 
folk to avoid it. Instead, they skirted the wood to the east 
and wore a path they called the Wise Man's Way, now the 
Wisem Road. 


Six summers.ago, a barbarian leader from the north 


conquefed the towns in the area and claimed the wood as 
part of his lands, He forbade the worship of Kord, the 
local god of choice, demanding tribute and sacrifice to 
the evil barbarian god Erythnul. Many people were 
driven from their homes and villages to fend for them- 
Selves in the wild A small group of these refugees 
mostly from the conquered town of Pedwich, faced the 
dangers of the'Stagnant Wood and secretly settled the 
hamlet of New Pedwich miles up the old Woods Road: 

Although the early years were tough, New Pedwich 


has flourished, Its people have cleared the surrounding 


¢ NPCs 


Objects WSertlements +7 Traps 
lands for farming and pasture. A few brave townspeople 
have ventured into the dense woods to harvest pélts 
meat, mushrooms, berries, and rare plants. 


Even in its prosperity, though, the hamlet has not been 


free of the danger thar surrounds it, Livestock disappears, 
and the occasional lone tra¥eler is lost. The yipping 
howling, and growling from the woods sometimes robs 
the entire town of sleep. 

Jelup, the town’s young priest, recently proclaimed that 
Kord Hadicome to him in a vision. The god declared that 
if the town built’ fine new temple of stone, Kord would 
give them the strength to purge evil from the surround 
ing woods, The town decided to heed Jelup’s vision and 
repay Kord’s generosity by building a modest stone 
femple in his name. Master Mason Pug Highcourse 
found hard limestone in an ancient quarry nearby and 
sent south forskilled laborers, 

It is now early fall,and the new temple has risen along 
with the daytime heat and the crops in the fields. The last 
full moon before the harvest moon has just passed. The 
people of New Pedwich are preparing to gather theit 
grain and animal feed into barns and silos. 

Up until now the gnolls in the area have left the town 
alone. Ir has been easier for them to kill and eat helpless 
livestock or a band of disorganized orcs. The prospect of 
risking their lives attacking a well-organized village just 
for food and a few slaves never appealed to them. But 
now, encouraged by an alliance with barbarian invaders 
and offended by the permanence of the new stone 
temple, the gnolls threaten the towh with poison-and a 
direct night attack 

A gnoll wizard named Yeecha, at the nearby shrine of 
the demon lord Yeenoghu, has been watching the town 
with apprehension and disgust, watching it grow and 
prosper, watching the temple rise. He has been collect 
ing poisonous berries and plans to poison the town's 


stores of grain as soon as the harvest is over: 
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The more immediate and less subtle threat is the local 


gnoll leader, Onugharra. He has recently been converted 
to the worship of Et 
into the Stagnant Wood by the barbarian conqueror. 


thnul by Atwan, a missionary sent 


Atwan has convinced Onugharra to attack the town, kill 
the Kord worshipers, and destroy the temple. The gnoll 
leader is gathering his forces in a small clearing a few 
miles to the north of New Pedwich. 

While Onugharra’s band gathers, he has sent small par- 
ties of gnolls and goblins to scout out the town. Since the 
new temple itself will make a reasonably defensible 
s when complete, Onugha 
lins, especially the rogue Schleggit, to sabotage its con 


fortre ra has ordered his gob- 


struction. They are responsible for the death of one 
laborer and injuries to others. 

Master Mason Pug Highcourse spotted one of these 
goblins sneaking around town one night and followed it 
into the woods to the east. He lost track of the creature 
but found a trail cut through the dense forest. Not know- 
ing which way to go, Pug chose to follow the trail south 
and ended up at the dark cave entrance to the shrine of 
Yeenoghu. Pug entered the cave and encountered the 
gnoll wizard Yeecha 

Instead of attacking Pug, Yeecha hypnot 
wizard convinced Pug that the witch of Serpent Bridge 


d him. The 


had cursed New Pedwich and was responsible for the 


problems at the temple. Pug does not remember finding 
the shrine entrance or confronting Yeecha, but he is now 
fully convinced that the witch is the problem 


—___ CHARACTER HOOKS 


The PCs might run 
they decide to take the most direct road north through 


‘oss the hamlet of New Pedwich if 


the Stagnant Wood. Fresh wagon and horse tracks from 
temple laborers heading toward New Pedwich might 


convince them that the road is safe. 


One of the PCs could be related to Epps, the temple 


worker that died, and might have heard that it was not an 


accident. PCs might also be recruited directly by Pug in 
one of the southern towns, which he visits often looking 


for more laborers. See area B2 for details. 


—ADVENTURE SUMMARY 


When the PCs arrive in the town of New Pedwich, their 


goal is to discover the cause of the accidents at the new 
temple of Kord. They can stay at Slatejaw's Boarding 
House with the workers constructing the temple. 

Pug Highcourse immed 
direction of the witch of Serpent Bridge 


ately sends the PCs in the 


his hypnotic 


suggestion doesnt allow him to accept another possibility. 


The witch tries to frighten the characters away with her 
spells bur might eventually make contact with them. She 
tries to convince them she is not involved and directs 
them toward the gnoll trails east of New Pedwich. 


Either through information from the witch, goblin 


tracks through the woods, or the strange stories of the 


old fa 


trail in the woods to the e: 


rmer Hentoe, the PCs find their way to the gnoll 
‘ast of town, This leads them 


south to the underground shrine of the gnoll demon 
lord Yeenoghu and north to the encampment of the 
gnoll warlord Onugharra, who is gathering forces to 
attack the town. 

To successfully complete this adventure, the PCs must 


discover that the witch, Voreo, has not cursed New Ped- 
wich. Then they must face Yeecha in the shrine of 
Yeenoghu and successfully defend the town from 
Onugharra’s attack, They should also stop Atwan from 
returning and reporting to his barbarian leaders. 

Their chance of success increases if they can break 
Pug's hypnotic suggestion, gain the trust of the temple 
laborers, and destroy Onugharras camp before the main 


gnoll attack 


A. THE QUARRY 


The PCs notice a trail heading east from the road about a 


mile south of the hamlet of New Pedwich. It leads to an 
ancient limestone quarry that acts as the source of stone 
for the new temple. If the PCs approach during the da: 
they hear shouting and the repetitive ring of metal strik- 


ing stone. 


A quarry has been dug into the ground here. It is 
roughly 30 feet deep and 80 feet across, with steep 
walls on three sides and a ramp down along the west 
face. The air at the quarry is heavy with dust, making it 
difficult to breathe, 


Eight temple workers (see encounter Bx) are here 
during the day, covered with dust and coughing while 


they work. They are either cutting stone blocks from the 


quarry wall or loading them onto sleds for the trip back 


to town. See the "Gaining the Workers’ Respect” sidebar 


to determine their reaction to the PCs. 


B. THE HAMLET OF NEW PEDWICH 


About four miles into the Stagnant Wood, a wide dirt 
path branches to the east. All of the hoofprints and 
parallel tracks in the road appear to take this path— 
none continue north. 


If the P 
before reaching the cleared area around the hamlet, Read 


take this path, they walk another half mile 
the following if the PCs approach by day 


The path opens into a large glade about 200 yards 
across. In the center is a small cluster of buildings. 
Sounds of pounding, sawing, and cursing carry across 
the farmed fields surrounding the hamlet. 


New Pedwich is in the middle of a great project. In 
response to a vision of the town’ priest, and in gratitude 
to Kord for recent prosperity, the funds of the town have 
been entrusted to Master Mason Pug Highcourse. He is 
using them to build a small but impressive stone temple 
in the center of town 

If the PCs arrive at night, the town looks mostly the 
same, except no one is working on the temple. 


Bl. SLATEJAW’S BOARDING HOUSE 
The boarding house is owned and run by a large, muscu 
lar man named Arric Slatejaw (male human Exp2; hp 9; 


Str 16; Intimidate +5, Diplomacy +5, Craft 


carpentry 
+5). Slatejaw gets along well with everyone in town and 
serves his customers at his own pace. 


atejaw’s is a simple, single-story, wooden building 
consisting of a large sleeping area for the workers and a 
common room where they eat and drink in the evenings 
The sleeping room is filled with twelve double bunkbeds 


and the smell of sweat and limestone dust. The common 


room contains six tables with benches and a short bar 
where Slatejaw works. A door in the back of the common 
area leads to Slatejaw’s own room and storage area. 


SCALING THE ADVENTURE 

This adventure is designed for a party of four 3rd-level PCs. 
Besides adding or subtracting levels from those characters 
and NPCs that have them to alter the challenge of the adven- 
ture, it is possible to adjust the major encounters for lower- 
and higher-level parties by following these guidelines: 

Ist- to 2nd-level PCs: Assume Onugharra plans to attack 
the town the fourth night after the PCs arrive to give them 
more recuperation time. Reduce the frequency of random 
encounters and eliminate Schleggit and the ankheg 
encounter. Cut the number of gnolls, orcs, and goblins in all 
other encounters in half, 


4th- to Sth-level PCs: The adventure should be fine as it 
is, but it could be made more challenging by adding 3 more 
bandits, 3 more gnolls to area F3, 1 more grick in area H11, 
replacing the wight in area F14 with a wraith, and adding an 
ogre to Onugharra's army, 

6th- to 7th-level PCs: Consider doubling the number of 
creatures in each encounter and replacing the wight in area 
F14 with two wraiths or three dread warriors (see Monsters 
of Faerin page 46). It might also help to make Voreo 10th 
level, with additional spells (dominate person and summon 
monster V) and the Spell Focus (Enchantment) feat to 
increase her chances of dealing with higher-level PCs. 


Creatures (EL — 
Slatejaw's. When they first meet the PCs, they beh: 


rwenty temple workers stay at 


ve in 
a suspicious and unfriendly manner (see the “Gaining 
the Worker's Respect” sidebar 

In the evening, twelve temple workers sit in the 
common area and six in the bunk room. Between mid- 
night and dawn they are all in the bunk room except for 
two who stand on watch at the temple. During the day 
they are all out working on the temple or cutting stone at 
the quarry—all except Kortin, who fractured his left arm 
just two days ago when the scaffolding he was standing 
on collapsed. Kortin wanders between the new temple 


and Slatejaw’s, and has time to talk to the PCs. 

During the PCs' first night at Slatejaw’s, the temple 
workers try to embarrass them in contests of strength 
Handbook, 


arm wrestling (opposed Strength check), and 


wrestling (successful pin to win, see Player's 
page 137 
fist fighting (one-on-one unarmed, unarmored combat 
to unconsciousness 

$ Korrin, Male Human Expr: See temple worker 
statistics. Korrin cannot use his left arm, so his club 
damage is 1d6+2 

¥ Temple Workers, Male Human Expr (19): CR 1, 
Medium-size Humanoid; HD 1d6+4 (includes Toughness 


ENCOUNTERS ON THE ROAD 

For every hour the PCs spend on the road through the 
Stagnant Wood, roll 1d10 and consult the following table to 
see if there is an encounter. Add 2 to the roll if the PCs 
travel at night, and treat duplicate rolls as no encounter, 


Roll Encounter 

1-2 Temple Workers (EL —) 
3-5 No Encounter 

6 Boar (EL 2) 

7 Ankheg (EL 3) 

8 Wolverine (EL 2) 

9.12 Bandit Ambush (EL 5) 


ENCOUNTERS IN THE WOODS 

For every hour the PCs spend in the woods (including the 
gnoll trails), roll 1d10 and consult the following table to see 
if they have an encounter 


Roll Encounter 

14 No Encounter 

5 Goblins Gathering Hexberries (EL 1) 
6 Hexberries (EL 1) 

7 Gnoll Slavers (EL 2) 

8 Fire Beetle Nest (EL 2) 

9 Ankheg (EL 3) 

10 Boar (EL 2) 


Ankheg (EL 3): This creature has been blamed for the 
death of the town's old carpenter. They townspeople call it 
“the Gnasher,” It attacks from a burrow beside the road 

2 Ankheg (1): hp 30; Monster Manual 18. 

Bandit Ambush (EL 5): Five bandits hide alongside of the 
road, waiting to ambush travelers. One of them jumps into 
the middle of the road and confronts the PCs, demanding 
their gold and jewelry. The others stay in cover and keep 
arrows ready, 

# Bandits, Human Warl (5): CR 1; Medium-size 
Humanoid; HD 1d8; hp 8 each; Init +5; Spd 30 ft.; AC 14, 
touch 11, flat-footed 13; Atk +3 melee (1d6+1/crit 19-20, 
short sword) or +2 ranged (1d6/crit x3, shortbow); AL CN 
SV Fort +2, Ref +1, Will -1; Str 12, Dex 12, Con 10, Int 10, 
Wis 9; Cha 10. 

Skills: Bluff +1, Intimidate +4, Climb +3, Hide +3. Feats. 
Improved Initiative, Weapon Focus (short sword) 

Possessions: studded leather armor, short sword, dagger, 


shortbow with 20 arrows, and 100 

Treasure: The bandits carry their treasure with them in a 
cloth sack. The sack contains 60 gp, a gold necklace with a 
small emerald (280 gp), a silverembroidered shawl (30 
gp). and a bronze symbol of Erythnul (10 gp) 

Boar (EL 2): A wild boar charges from the underbrush 

2 Boar (1): hp 20; Monster Manual 194 

Giant Fire Beetle Nest (EL 2): The PCs stumble acre 
gnoll garbage heap that has been claimed by giant fire bee 


tles as a nest. 

? Giant Fire Beetles (5): hp 2, 3, 3, 4, 7; Monster Manual 
206. 

Treasure: A successful Search (DC 15) of the nest reveals 
a potion of enlarge (Sth level) 

Gnoll Slavers (EL 2): The PCs are attacked by two gnolls 
leading two badly beaten orcs toward Onug| 


arra's encamp: 
ment. If the gnolls are engaged in combat, the orcs flee 

2 Gnoll (2): hp 11, 12; Monster Manual 105 

Possessions: 80 gp, 32 pp. 

2 Orcs (2): hp 1, 2; Monster Manual 146, 

Goblins Gathering Hexberries (EL 1): The PCs encounter 
a group of goblins carrying small leather sacks of freshly 
picked hexberries (see side 

2 Goblins (4): hp 4 each; Monster Manual 107 

Possessions: 2 doses of hexberries each 

Hexberries (EL 1): The PCs pass a clump of ripe hexberry 
bushes (see the sidebar). If anyone in the party has failed a 
Wilderness Lore check to forage for food today, they gather 
these berries accidentally, Anyone who eats the berries 


ingests the poison 

Temple Workers (EL —): The PCs encounter three work 
ers from the temple (see area B1) heading in the opposite 
direction. If the PCs are on the road south of the quarry, 
these workers are either on their way to southern towns to 
spend their pay and drink, or they are coming back from 
such a trip. If the PCs are on the road between the quarry 
and New Pedwich, the workers are driving two horses 
pulling a sled used to haul stone from the quarry. The sled 
is empty if the workers are heading south or piled with 
limestone blocks if heading north. If the PCs are north of 
New Pedwich, treat this as No Encounter 

Wolverine (EL 2): The characters stumble across a prowl 
ing wolverine 

2 Wolverine (1): hp 28; Monster Manual 204 


feat); hp 10; Init +0; Spd 30 ft.; AC 10, touch 10, flat 
footed 10; Atk +2 melee (1d3+2, unarmed subdual), or 
melee (1d6+3, club); AL CN; SV Fort +1, Ref +2, Will +1; 
Str 14, Dex 10, Con 12, Int 10, Wis 8, Cha 9. 

Skills: Balance +4, Climb +6, C ‘arpentry) +4, Craft 
+4, Handle Animal +3, Knowledge (local 


(stonemasonr 


t) +4, Use Rope +4. Feats: Toughness, Lightning 
Reflexes. 

Possessions: Each has a club and 20 sp. 

Old Hentoe Blackwool is another Slatejaw’s regular. 
He is an eccentric halfling who appears to be at least 115 


years old. The temple workers occasionally harass old 


Hentoe for his wild stories, but he keeps telling them, 
and they keep listening, 

Hentoe tells the PCs the story of the savage barbarian 
attacks on Pedwich and terrible sacrifices offered there to 
Erythnul, “That's why we all ended up in this Kord- 
forsaken woods.” 

If the PCs seem interested in Hentoe’s stories, he tells 
them that he believes strange wolf-people rule the Stag- 
nant Wood. He has never seen one, but he has heard 
them yipping and barking at night 

Hentoe quickly switches to talking about the little 
“impish creatures” he’s seen sneaking around town. If the 
PCs seem to believe him, Hentoe tells them he saw 
“Master Highcourse” follow one of the creatures into the 
woods one night. Old Hentoe leads them to the river 
bank near the old temple of Kord, where he tells them he 


saw Master Highcourse follow the creature across the 


river, then east into the forest 
Developmen’ feat can find tracks 
and follow them with a Wilderness Lore check (DC 16 


PCs with the Tr: 


to the opposite bank of the river, then east for two miles 
through the woods to the Gnoll Trail (see area E 
Another successful Wilderness Lore or Knowledge 


nature) check (DC 10) reveals that these are goblin 
prints. If the PCs successfully follow the tracks, they see 
boot prints (Pug’s) alongside. When they reach the gnoll 
trail, they see 
tra 


oblin tracks in both directions, but Pug’s 


ks lead south. 
If the PCs need help tracking, Hentoe lowers his voice 
and suggests they visit Doeshine Trapper, the reclusive 


daughter of a recently deceased hunter. She lives in a 


small cabin across the bridge, near the edge of the forest 
(see area B4). 

If Pug Highcourse finds out the PCs are heading east, 
he demands that they stop wasting time and go after the 
witch instead. 

¥ Old Hentoe, Male Halfling Com8: CR 7; Small 
Humanoid; HD 8d4—16; hp 14 (includes Toughness feat); 
Init +0; Spd 20 ft; AC 12, touch 12, flat-footed 11; Atk +5 
melee (1d4—1/crit 19-20, masterwork dagger); AL CG; 
SV Fort +1, Ref +4, Will +2; Str 8, Dex 13, Con 6, Int 13, 
Wis 9, Cha 11 

Skills: Climb +4, Handle Animal +5, Hide +5, Listen +3. 


Move Silently +3, Profession (squire) +6, Profession 


house servant) +5, Spot +8, Perform +3. Feats: Dodge 
Alertness, Toughness 
Possessions: masterwork dagger, 8 gp, 20 sp, quarterstaff 


B2. THE NEW TEMPLE OF KORD 


Read the second paragraph only if the PCs approach 
during the day 


he limestone walls of the unfinished temple are 5-15 
feet high, sitting on a stone-paved slab. Ladders and 
sturdy wooden scaffolding, lashed with rope and 
pegged together, surround the structure. 
Muscular men mix mortar, cut stone block 


and haul 
them to the top course with ropes and wooden 
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pulleys. The sounds of stones being shaped, sa 


wing 
wood, and the curses of the supervising dwarf drown 
out the other noises in the town. 


During the day, eleven workers labor here (see area 
Bx), along with Master Mason Pug Highcourse. At night 
two workers are assigned to watch for trouble, but they 
usually drink too much and fall asleep at their posts 
shortly after midnight 

Creature (EL —): 
He is a gruff, precise dwarf with little tolerance for idle 


Pug Highcourse is in charge here 


conversation, Since his encounter with Yeecha (see area 
F 


ately looking for help. If the PCs ask about the problems 


, Pug can't get the witch off of his mind and is despet 


at the temple and seem willing to help, or they indicate 
that they plan to continue north on the Woods Road, Pug 
drops whatever he’s doing and takes them to a quiet table 
at Slatejaw’s to tell them the following. 


“the project has been plagued by problems lately. The 
scaffolding occasionally just falls down, injuring my 
workers, And we have had three fires, all starting for 
no reason in the middle of the night. No one was se: 
ously injured until a week ago, when we found a 
worker named Epps dead beneath a stone block that 
must have fallen from the top of the temple wall. I've 


put two of my workers on watch every night, but 
they've seen nothing. It’s very unnatural, 

Now, everyone who lives near these woods knows 
about the scheming witch that lives to the west of Ser 
pent Bridge. I'm convinced that she’s the problem, 
Somehow she cursed this project. 


Pug offers the PCs 2 gp per day each and 200 gp from 
the temple treasury to split between them if they remove 
the curse. He cannot come with them because he has to 
supervise the workers, but he can direct them toward the 
Serpent Bridge. 

If the PCs do not explain themselves, they must make 
a Diplomacy check (DC 15) to get Pug to open up and 
possibly hire them. If the Diplomacy check fails, a suc 
cessful Gather Information check (DC 10) reveals the 
details of the situation. 

Development: In reality, there is no curse. Schleggit, 
the goblin rogue, and other goblins in Onugharra’s band 
have caused the mishaps. The gnoll wizard Yeecha (see 
area F4) has hypnotized Pug into believing that the witch 
is responsible 

The hypnotism spell is no longer in effect (event though 
the suggestion is), so it cannot be discovered by a detect 
magic spell. If the PCs question Pug about why he sus 
pects the witch, he gives only general reasons like “she's 


POISON HEXBERRIES 


Hexberries are often mistaken for wild blueberries, but they 
are very poisonous. Their value on the poison market is low 
because they lose their potency over time. 

Hexberries: CR 1; ingested poison, Fortitude save 


negates (DC 14, incubation period 1 day, 1d6 temporary 
Str/1d6 temporary Str); Wilderness Lore (DC 15) to identi- 
fy, Reduce the poison’s DC by one for each week after 
berries are picked, or for each day before they are ripe. 


evil,” or “she’s caused problems in this area before.” If the 
PCs press him for more details, he gets increasingly irri- 
tated with their questions 

A successful Sense Motive (DC 25) or Spellcraft check 
(DC 21) reveals 
There are two ways the PCs 


hat Pug is under an outside influence 


an break Pug’s hypnotic sug- 
gestion. The first is to question him under the influence 
of another hypnotism spell. While hypnotized, Pug remem- 
bers all the details of his first encounter with Yeecha and 
can be instructed to forget the suggestions Yeecha 
implanted. But Pug refuses to be hypnotized willingly. The 
second way involves showing Pug the dead body of 
Yeecha, which allows him a Will Save (DC 12) to remem- 
ber everything and disregard the hypnotic suggestions. 

Ad-hoc XP Award: If the P 
Pug's hypnotic suggestion they should receive a special 


uccessfully remove 


story award of 500 experience points 

# Pug Highcourse, Male Dwarf Exps: CR 4; 
Medium-size Humanoid; HD 5d6+5; hp 25; Init +1; Spd 
20 ft.; AC 13, touch 11, flat-footed 12; Atk +4 melee 
(1d8+1/crit x3, warhammer); AL LG; SV Fort +2, Ref +2, 
Will +3; Str 13, Dex 12, Con 12, Int 14, Wis 9, Cha 8. 

Skills: Appraise +10, Balance +7, Climb +7, Craft (stone- 
masonry) +12, Craft (blacksmithing) +10, Handle Animal 
+4, Intimidate +6, Knowledge (local) +6, Listen +6, Spot 
+3, Use Rope +6. Feats: Martial Weapon Proficiency 
(warhammer), Alertness, 


Possessions: leather armor, warhammer, masterwork 
artisan's tools (stonemasonry), 15 pp, 90 gp, two well-cut 
amethysts (30 gp each). 


B3. THE OLD TEMPLE OF KORD 


Just north of the new temple's construction site is the old, 
wooden temple of Kord. Read the following if the PCs 
enter. 


Inside the temple you see a single, circular room about 
20 feet across. A pit in the center is probably used for 
ritual fires, and a small opening at the peak of the roof 
lets the smoke out. Two old greatswords hang on 
opposite sides of the room. 


The greatswords are primarily for decoration and cere- 
monies, but they can be used as weapons. 

Creature (EL —): Jelup is here during the day, He is 
the town’ only priest of Kord. He has established his rep- 
utation in the town by interpreting a vague dream as a 
vision from Kord himself. He proclaimed that Kord 
wanted a fine stone temple built in his name, In turn, 
Kord “promised” to rid the local woods of evil. Jelup is 
willing to use his skills to help anyone who is injured, as 
long as the characters are not openly hostile toward 
anyone in the town. 

¢ Jelup, Male Human Clr2 (Kord): CR 2; Medium- 
size Humanoid; HD 2d8+2; hp 15; Init -1; Spd 30 ft; AC 
15, touch 9, flat-footed 15; Atk +2 melee (2d6+#1/crit 
19-20, greatsword); AL CG; SV Fort +5, Ref -1, Will +5; 
Str 13, Dex 8, Con 14, Int 10, Wis 15, Cha 12. 

skills: Diplomacy +6, Heal +7, Knowledge (religion) +5. 
Feats: Martial Weapon Proficiency (greatsword), Scribe 
Scroll. 

Spells (4/4; base save DC = 12 + spell level): O—cure 
minor wounds, detect magic, light, read magic; 1st 


bless, com- 
prehend languages, endure elements, protection from evil®, 
*Domain Spell. Domains: Good (cast good spells at +1 
caster level), Strength (+2 to Str for 1 round, 1/day). 
Possessions: scroll of protection from elements, scroll of cure 
light wounds x2, banded armor, greatsword, silver holy 
symbol of Kord 


B4. TRAPPER’S CABIN 


A young hunter named Doeshine Trapper lives in a small 
cabin near the edge of the woods to the east of town. She 
lived there with her father, Nolan, and helped him hunt 
and trap in the woods until he was killed by a wild boar 


two years ago. She continues to make a meager living in 


the woods and avoids the townspeople when she can, She 


worked hard to learn to use her father’s weapons and has 
studied wild boars, hoping to kill one herself—maybe 
even the one that killed her father. 

Doeshine has seen goblin tracks in the woods to the 
east of town but has been unable to identify them. The 
PCs might want Doeshine to help them track the goblins, 


GAINING THE WORKERS’ RESPECT 

The temple workers are a rowdy, opinionated bunch who 
view outsiders with suspicion. Their initial reaction toward 
the PCs is unfriendly (see the DuNcEON MasreR's Guide, 
page 149). 

When the PCs first meet the workers, they get one 
Diplomacy check to influence their attitude. The PCs can 
make additional Diplomacy checks to raise the workers’ 
attitude further under each of the circumstances listed 
below. The workers’ attitude determines how dedicated 
they are to the PCs in the Battle of New Pedwich (see 
encounter }). 


Temple Worker Attitude Check Situations 

PCs participate in contests at Slatejaw's. 

PCs defeat gnoll scouting party (encounter G). 

PCs clear Onugharra’s camp (encounter 1). 

PCs defeat Yeecha and Amach (area F4 and F5). 

PCs break Pug’s hypnotic suggestion. 

PCs kill the “Gnasher” ankheg (random encounter). 
PCs defeat the bandits (random encounter). 

PCs make a donation of at least 10 gp to the temple. 


but she is not interested unless they pay her 3 sp per day. 
If Doeshine is hired to track, that is all she does—she 
wont forage or fight, although when the attack on the 


town begins, she takes up her weapons if the fight goes 


poorly for the villagers. She will fight, however, if the 
party is attacked by a wild boar, and she takes the dead 
boar instead of her payment. 

¥ Doeshine, Female Human Rgr2: CR 2; Medium 
size Humanoid; HD 2d10+2; hp 17; Init +6; Spd 30 ft; AC 


14, touch 12, flat-footed 12; Atk +2 melee (1d8+2/crit 


19-20, longsword) and +3 melee (1d4+2/crit 19-20, mas- 


terwork dagger), or +4 ranged (1d8+2/crit x3, mighty 


‘A favored enemy (ani- 
mals), two-weapon fighting ability; AL CN; SV Fort +4, 
Ref +2, Will +1; Str 14, Dex 15, Con 13, Int 10, Wis 12, 
Cha 

Skills: Hide 
Silently +5, Spot +6, Use Rope +5, Wilderness Lore +6. 


composite longbow [+2 Str]}; 


Listen +6, Move 


Knowledge Nature +5 


Feats: Alertness, Improved Initiative 


Possessions: potion of hiding, leather armor, longsword, 


masterwork dagger, mighty composite longbow [+2 Str] 
with 20 arrows. 


C. SERPENT BRIDGE (EL 8) 


The Serpent Bridge crosses the river Clane three miles 
north of New Pedwich. 


A 30-foot wooden plank bridge crosses the river. It 
appears sturdy, resting 6 feet over rushing white water 
on three pairs of pilings. You also spot a large pile of 
bleached white bones on the north bank of the river, 
just at the edge of the woods to the west of the road. 


The bridge is completely safe. When the PCs get close 


enough to the bones, they see that they form a nearly 


complete wyvern skeleton, placed in an animated pose. 
Voreo put the skeleton there long ago as a warning. 

A successful Spot check (DC 21) reveals a white owl 
with large golden-brown eyes watching the PCs from far 
up in a tree. This is Agate, Voreo’s familiar. It flies back 
towards Voreo’s hut if it thinks the PCs ha 


ye spotted it 

A PC searching near the wyvern skeleton finds a small 
footpath heading west. This path follows the north bank 
of the river and leads to Voreo’s hut. If the PCs follow the 
path or stay more than half an hour at the bridge, Voreo 
arrives and tries to frighten them away. 


Creature: The witch Voreo is a 144-year-old half-elf 


who has lived in the same area of the Stagnant Wood for 


almost one hundred years, She lives a completely solitary 
life but is very curious about New Pedwich. She uses her 
spells and familiar, Agate, to watch activities there. Voreo 
occasionally even risks visiting the town to sell sculp- 
tures, buy supplies, and get a firsthand look at the settle- 


ment. During these visits, she uses her change self spell to 


appear as a red-bearded, middle-aged, human male 
whom the townspeople know as Hermit Shen, the sculp 
tor. She sometimes entertains herself by making harm 
less sculptures of people in the town (see encounter D)) 

¥ Voreo, Female Half-elf Sor8: CR 8; Medium-size 
Humanoid; HD 8d4—16; hp 16; Init +2; Spd 30 ft.; AC 10, 
touch 8, flat-footed 10; Atk +2 melee (1d6, quarterstaff); 
SA spells; SQ familiar; AL CN; SV Fort +1, Ref +1, Will 
+8; Str 6, Dex 7, Con 7, Int 14, Wis 13, Cha 18. 

Skills: Alchemy 


+10, Concentration +6, Craft (sculpt 


ing) +6, Disguise +4, Hide —2 (+10 in toad form), Knowl 


+10, Listen +2 (+4 with familiar), Move 


edge (arcana 


Silently +0, Sery +10, Spelleraft +10, Spot +2 (+4 with 
familiar). Feals: Toughness, Spell Focus (Divination), 
Improved Initiative 

Languages: common, elven, gnoll, sylvan 

Familiar: Voreo has an owl familiar named Agate, who 
is described below. The special abilities the familiar pro: 
vides to its master are described on page 51 of the Player's 
Handbook. 

Spells (6/7/7/6/4; base save DC = 14 
arcane mark, daze, dancing lights, detect magic, ghost sound, 


spell level): 0 
mage hand, mending, read magic; 1st—cause fear, change 
self, charm person, hypnotism, silent image; 2nd—scare 
detect 3rd 


clairaudience®, suggestion; 4th—polymorph self 


thoughts’, invisibility; clairvoyance 


The base save DC for Divination spells is 16 + spell 
level due to Voreo’s Spell Focus (Divination) feat 

Possessions: potion of blur, potion of invisibility, wand of 
charm person (5 charges), scroll of improved invisibility 
bracers of armor +1, cloak of resistance +1, ring of protection «1, 
quarterstaff 

¥ Voreo, Dire Bear Form: Large Animal; hp 16; Init 
+1; Spd 40 ft; AC 17, touch 10, flat-footed 16; Atk melee 
+14 (2d4+10, 2 claws) and +14 (2d8+5, bite); SV Fort 46, 
Ref +4, Will +7; Str 31, Dex 13, Con 19, Int 14, Wis 13, 
Cha 18. 

Skills: as above. 

Agate, Owl Familiar: CR 1/4; Tiny Magical Beast 
HD 1ds; hp 8; Init +3; Spd 10 ft, fly 40 ft. (average); AC 
21, touch 15, flat-footed 18; Atk +5 melee (1d2—2, claws); 


A Alertness, improved evasion, share spells, empathic 
link, touch, speak with master, speak with birds; SV Fort 
+2, Ref +5, Will +2; Str 6, Dex 17, Con 10, Int 9, Wis 14, 
Cha 4. 

Skills: Hide +11, Listen +14, Move Silently 
See explanation of familiar abilities on page 51 of the 


+20, Spot +6 


Player's Handbook. 
Tactics: Voreo wants to be left alone. She does every- 
thing she can to scare the PCs away but avoids really 


harming them. She casts fear and scare spells from hiding. 


sily hidden 


then polymorphs herself into a diminutive, 


creature like a Small viper. If she is in danger, she casts 


invisibility on herself and escapes. 


If Voreo believes that the PCs will harm her, she begins 
using spells like charm person or hypnotism to turn mem- 
bers of the party against each other. If that doesn't work, 
or she would be at great risk using those spells, she poly- 
morphs into her dire bear form, growls loudly, and attacks, 
again trying to frighten intruders away. If she takes any 
damage while in dire bear form, she runs away and 
changes back into her viper form to hide. 

Note that Voreo’s polymorph self spell lasts for 8 hours, 
during which time she can transform at will. See the poly- 
morph other and polymorph self spell entries in the Player's 
Handbook, page 236. 

Development: If the PCs are not scared of 
manage to get « 


nd 
far as Voreo's hut, she uses her detect 


thoughts spell ro see if they mean to harm her. If the PC's 
are not hostile, or if the PCs attempt to make peaceful 
contact with Voreo and make a successful Diplomacy 
ible and tells 
‘ore disappearing into the woods, 


check (DC 15), she approaches while inv: 


them the following bel 


“L have not cursed anyone. The town of New Pedwich 
is in great danger, but not from me. The answer lies 
south on the trail of the filthy dogfaces. Go east from 
town until you find it.” 


If Voreo is killed and the PCs believe the curse might 
be lifted, the DM should arrange another accident at the 
temple that night and add some urgency to Old Hentoe’s 
story about Pug following an “imp” into the woods (see 
area Br). 

Ad-hoc XP Award: If the PCs manage to make peace- 
ful contact with Voreo, they should be awarded experi- 
ence as if they defeated her. 


The overgrown path leading west from Serpent Bridge 
follows the north bank of the River Clane for about one 
mile, then turns into the woods for about 100 yards 


before reaching Voreo’s hut 


The path leads to a very small clearing surrounded by 
a mesh of gnarled vines growing between the trees. 
Humanoid heads, long dried and disfigured, hang 
from the vines, In the center of the clearing is a small 
mud and wattle hut covered with hides. You also see a 
fire pit, a rack holding strips of drying meat, and a 
structure that looks like a 7-foot-tall stone beehive. 


The fire pit is cold. The heads and meat are from cap- 
tured gnolls; a successful Wilderness Lore or Knowledge 
(nature) check (DC 13) reveals this. The beehive is actu- 
ally a kiln. It is 
the kiln has 


and roc 


urrently fired and very hot. One side of 
k of bricks 


n opening closed off with a 


If the PCs examine the hut, read the following: 


The inside of the hut is very plain, with a dirt floor, no 
decorations, and no windows. A sleeping mat lays on 
one side, and a small wooden chest on the other. 
Bodies of small rodents hang by their tails from the 
low ceiling. 


The wooden chest contains fourteen small ceramic fig- 
ures sculpted by Voreo. They depict mostly humans, plus 
a single dwarf and halfling. Any PC who has met Pug 
Highcourse or Old Hentoe and examines the figures can 


attempt a Spot check (DC 12) to notice that the dwarfand 


ct, each 


halfling figurines closely resemble them. In fa 
figure in the chest is modeled after someone in the town 
Voreo made these figures and fired them in her kiln out- 
side, which currently contains figures depicting five 
townspeople and two of the PCs. 

The chest also contains material components for 


Voreo’ spells, including a jar of eyelashes, a small bag of 


cocoons, owl feathers, and a vial of gray bone fragments, 


E. GNOLL TRAILS 


The closest gnoll trail is less than two miles to the east of 
New Pedwich. The PCs might find it by following 
Hentoe’s imp’ tracks, or by taking the witch’s advice to 
look east of town. 


A clearly defined path, packed hard from untold years 
of steady use, runs north and south through the 
woods. 


A Successful Wilderness Lore check (DC 16) reveals 
goblin and gnoll prin 
as well as one set of booted prints (Pug's) going south. If 


going both directions on the trail, 


the PCs follow the path south, they find the cave 
entrance to the Shrine of Yeenoghu (see encounter F). If 
they follow the trail north, they run into the gnoll scout- 
ing party (see encounter G) and the gnoll encampment 
(encounters H and I). 


F. SHRINE OF YEENOGHU 


At the south end of the gnoll trail is the entrance to the 
underground shrine of the gnoll demon lord Yeenoghu. 


The trail ends at a limestone face. A dark, triangular 
cave leads down into the rock. It appears big enough 
fora large man to fit through without trouble. Crude, 
slouching stick figures with jutting mouths are carved 
into the rock on either side of the opening. 


Dungeon Features: The Shrine of Yeenoghu is 
entirely made up of natural caverns etched into the lime- 
stone by eons of flowing water. 


Floors and Ceilings: In the lower caverns, these sur- 
faces are covered with stalagmites and stalactites, ham- 
pering movement as a bad surface (1/2 movement—see 
the Player's Handbook Table 9-4). The Shrine’s upper cav- 
etns are well worn from centuries of gnoll traffic and 


allow normal movement. 


Light: Gnolls have darkvision, so they have no need of 
light sources. The entire shrine is completely dark except 


for area Fs 


Fl. HIDDEN PASSAGE 


About 30 feet into the 


e, a side passage opens to the 
north, Due to the geometry of the tunnel, it appears as a 
dead-end alcove in the tunnel wall and is effectively 
ch check (DC 15) reve 
ence, The gnolls who visit the shrine of Yeenoghu know 


hidden. A successful Se Is its pres- 


about this passage and use it to avoid the bridge in area F2 


F2. BRIDGE (EL 2) 
A wooden plank bridge spans 15 feet across a deep 
chasm. On the opposite side of the bridge is a broad 
ledge, beyond which is a large, open cavern 


Trap: The bridge is a trap released when it holds 80 
pounds or more, splitting in half and falling against the 
sides of the pit 

Spiked Pit Trap (30 ft. deep): CR 2; no attack roll 


necessary (3d6), +10 melee, (1d4 spikes for 1d4+3 points 


of damage per successful hit); Reflex save (DC 20): 

(DC 20); Disable Device (DC 20). 
Development: If any PCs fall victim to the trap, they 

end up at the bottom of the pit in area Fr3. If the PCs set 


off the trap, or are carrying light sources and spend time 
examining the bridge, the gnolls in area E3 detect them 
and come to investigate. 


F3. GATHERING CAVERN (EL 5) 
This large, natural cavern is littered with small bones 
and scraps of tattered cloth and leather. Small, sight- 


less insects skitter along the filthy floor and smooth 
walls. A dim pool of light glimmers from somewhere 
to the west. 


Gnolls visiting the shrine gather in this cavern before 
entering cavern Es for Amach's ceremonies. It is also 
used as a sort of inn for traveling gnolls passing through 
the area 

Creatures: Two gnolls stand guard here near the 
tunnel intersections on the west side of the cavern. The 


wizard Yeecha is also nearby, in room F4. He comes to the 
gnolls’ aid if they raise the alarm. 
? Gnolls (2): hp 9, 13; Monster Manual 105, Each gnoll 


jes 50 sp. 


Tactics: If the gnolls hear the party set off the bridge 


trap or see the party's lights in area F2, they come within 


60 feer to get a good look. If the patty ournumbers them 
and appears armed, they begin barking and howling 
loudly to alert the other gnolls in the shrine before 
moving quickly back to the west end of the room. Yeecha 
meets them there 2 rounds after they raise the alarm. 
Amach and her goblin servants hear the alarm, but 
S. 

If the gnolls see only one or two members of the party, 


remain in area 


they attack without raising the alarm, hoping to keep any 
spoils to themselves. Yeecha hears but assumes the gnolls 
are fighting each other, 


F4, YEECHA’S LAIR (EL VARIABLE) 

This cavern appears lived-in. Tattered and soiled tapes- 
tries adorn the walls, and many of the natural rock for- 
mations have been converted to furniture. A chipped 
ceramic basin of water sits on a ledge near the door, 
along with large pieces of meat. In the opposite corner 
of the room a decrepit writing desk with two missing 
legs sits propped at a slight angle on top of stalagmites. 
Papers and small clay vials are scattered across it. 


YEECHA’S JOURNAL 

The journal entries are written in Gnoll and seem to be 
worded as short reports to a superior. A few of the more 
interesting entries are as follows: 


+ | must gather enough of the poison and be ready when 
the Kord-slaves harvest their grain. | will give them the slow, 
painful death Yeenoghu demands. 


+ Onugharra has come now, camping to the north and 
working with the filthy humans from outside. He is impa- 
tient and clumsy. His goblins are raising suspicion in the 
town, and | fear he will attack before our plan is ready. 

He has even forsaken Yeenoghu for their god. No wonder 
the spirits below are restless. 


+ Yeenoghu has heard our pleas. The bumbling dwarf 
from the town wandered into our caverns today. | man- 
aged to entrance him and convince him that the old witch 
to the north is the cause of their troubles. Now that | have 
deflected the townspeople’s attention from the idiot gob- 
lins, Onugharra can delay his attack and | can proceed 
with mine. 


+ The arrogant animal still plans to attack in the next few 
days. If he does, he goes without Yeenoghu's aid—or mine. 


If no one in the party speaks Gnoll, and no spellcasters 
have access to the comprehend languages spell, you 
should make sure the cleric Jelup finds out about the jour- 
nal and offers to help decipher it. 


Creatures (EL 0 or EL 3): 
This is the cavern where the 
gnoll wizard Yeecha lives. If he 
did not join the fight in area F3 
or Es, he faces the PCs here. 
Yeecha has black fur over most 
of his body, much darker than 
the gnolls in area F3. He wears 
only a leather loincloth, along 
with a belt and sash to hold his 
scrolls, potions, spell compo- 
nents, and wand, 

@ Yeecha, Male Gnoll 
Wiz3: CR 4; Medium-size 
Humanoid; HD 2d8+2 plus 
3d4+8; hp 28; Init +2; Spd 30 
ft, AC 15, touch 13, flat-footed 
12; Atk +4 melee (1d8+2/crit 
x3, battleaxe); AL CE; SV Fort 
+6, Ref +3, Will +3; Str 14, Dex 
14, Con 15, Int 13, Wis 12, 
Cha 6. 

Skills: Alchemy +4, Concen- 
tration +5, Listen +4, Spellcraft 
+4, Spot +4. Feats: Combat 
ting, Power Attack, Scribe 
Scroll, Martial Weapon Profi- 
ciency (battleaxe). 

Spells (4/3/1; base save DC = 
11 + spell level): 0—detect 
magic, ghost sound, ray of frost, 
read magic; 1st—color spray, 


mage armor, sleep; 2nd—Tasha's 
hideous laughter, 

Possessions: bracers of armor 
+1, potion of cure moderate 
wounds, potion of invisibility, 
scroll of charm person, scroll of hypnotism, wand of magic 
missile (1st level, 15 charges), battleaxe, 90 gp, 120 sp. 

Tactics: Before entering battle, Yeecha casts mage 
armor, Then he tries to defeat invaders with his color 
spray and sleep spells. If any enemies still threaten him, 
he uses one or two charges from his wand, and if he 
faces a small party, Tasha’s hideous laughter. If Yeecha is 
seriously wounded, he drinks his potion of invisibility, 
slips out of battle, drinks his potion of cure moderate 
wounds, then heads for area Fs, where he makes a final 
stand with Amach. 

Treasure: The tapestries are in terrible shape and are 
worthless. The water basin holds water brought by 
goblin slaves from the underground stream in area F9. 
The meat is wild boar meat and is an offering from the 
two gnolls in area F3. The writing table contains a scroll 
of color spray, four sheets of parchment, a vial of ink, and 


a quill. The four vials contain common alchemy ingredi- 
ents (20 gp). The drawer of the table contains a crudely 
bound set of parchment sheets. This is Yeecha’s journal 
(see sidebar). 

A successful Search check (DC 20) reveals a small 
recess in the rock, about 8 feet up behind one of the tap- 
estries. Inside is Yeecha’s spellbook, which contains the 
following spells: 0—all; 1st—change self, color spray, 
enlarge, identify, mage armor, sleep; 2nd—invisibility, Tasha's 
hideous laughter. 


FS. THE SHRINE CAVERN (EL 3) 
A fire burns in a pit in the center of this round, high 
cavern. Its dancing light makes the crude stick-figure 
paintings that cover the smooth walls and ceiling 
seem to come to life. The smooth, clean floor rises 
toward the back of the cavern, where a 9-foot-tall, dark 
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stone figure of an emaciated, hyena-faced humanoid 
stares into the fire, laughing, Two flattened stalagmites 
on either side of the chamber act as small tables. A 
shallow bowl sits on one and a clay jug on the other. 


This is the shrine of Yeenoghu, a place of what little 
religious ceremony the gnolls of the Stagnant Wood 
undertake. The figures on the wall are very crude 
scratched into the stone or drawn with charcoal or blood. 
The statue, however, is reasonably good workmanship. 
Anyone who makes a successful Craft (stonemasonry 
check (DC 15) can tell that it is at least 500 years old and 
made of dark, stained limestone, probably drawn from 


p same quarry that New Pedwich is using for its temple. 

he shallow bowl is filled with the blood of past sacri- 

fidbs and is used for Amach’ daily ceremonies. The clay 

contains alcohol from distilled wine and is used to 
oagulating, 


Creatures: The gnoll adept Amach is in this room 
keeping the fire going and making offerings to 


Yeenoghu. She also has four goblin slaves as assistants. 


Amach’s fur is much lighter than other gnolls, and the 


mane on the back of her neck has grown long and been 
wound into a pony tail strung with small bones. Her rat 
familiar, Choaz, clings tightly to her shoulder. 

If the PCs have not fought Yeecha, he joins the fight in 
this room 2 rounds after combat begins 

2 Amach, Female Gnoll Adp2: CR 2; Medium-size 
Humanoid; HD 2d8+2 plus 2d6+2; hp 22; Init +0; Spd 30 
fey 17, touch 10, flat-footed 17; Atk +4 melee 
1d8+2/crit x3, battleaxe); AL CE; SV Fort +6, Ref +0, Will 
+3; Str 15, Dex 10, Con 13, Int 10, Wis 14, Cha 8 

Skills: Concentration +3, Knowledge (religion) +2, 
Spot +7". Feats: Alertness (from familiar), 


Listen 
Scribe Scroll, Power Attack, Martial Weapon Proficiency 


battleaxe). 


The +2 bonus to Spot and Listen checks from 


amiliar are already factored in to the skills 


Amach’s: 

above, since the rat never leaves Amach’ side 

Spells (3/2; base save DC = 12 + spell level): 0O—detect 

magic, ghost sound, purify food and drink; 1st—cure light 
wounds, protection from good. 

Possessions: scroll of sleep, potion of cure light wounds, 

potion of speak with animals, large wooden shield, 

battleaxe. 

 Choaz, Rat Familiar: HD 3; hp 11; AC 14; 

Atk +4 melee (1d3~4 bite); Int 7; Adds Alertness 

feat and +2 to Fortitude saves (both already 


included in Amach’s statistics); improved evasion. 
See Monster Manual 201 

Goblins (4): hp 4 each; Monster Manual 107. 
If Amach hears the PCs approaching, 


Tactic 
she orders two of the goblins to hide behind the 
stalagmite tables at either side of the fire pit, and 
‘a F6 with 
the other two. She then casts protection from good 


she moves just inside the passage to 


on herself. If the PCs enter the room, she uses 
her scroll of sleep, and the two hidden goblins 
pop up and throw javelins. Then Amach and all 
the goblins attack with melee weapons. 
Treasure: The adept stores any offerings to 
the demon lord in area F6, but a successful 
examination of the statue (Search DC 12) 


reveals that its mouth contains a precious black 


pearl (600 gp). 


F6. SHRINE TREASURY 

The passage from the shrine room descends 
into a small, damp chamber. The room is 
piled with rusting tools and weapons, and 
rotting cloth. 


The adepts of Yeenoghu store offerings made to the 
demon lord here. Piles of once fine clothes, furs, 
weapons, and armor rot and rust in the wet slime of this 
chamber. A successful Appraise check (DC 12) reveals 
that the following items could be salvaged: three daggers, 
a light mace, a short sword, a longsword, and a Small 
chain shirt. A successful Search check (DC 15) uncovers 
a tiny alcove in the rock wall about 5 feet above the 
ground (out of goblin sight and reach). In it hides a sack 
containing 750 gp and 1,100 sp. 


F7, SLAVE WORK ROOM 
This long, thin cavern is full of stalactites, stalagmites, 
and large rocks. Piles of bones, crude tools, and clay 
jars are visible in cleared areas of the ground. 


This is the cavern where the goblin slaves in area E8 do 
much of their work, including butchering the gnolls’ 
prey, sharpening the gnolls’ weapons, and brewing the 
wine used for Amach’ ceremonies 


F8. GOBLIN SLAVE CHAMBER CEL 1) 
This small, low-ceilinged cavern contains eight large 
clay jars, The lower 4 feet of the cavern walls are cov- 
ered with dark hash marks and crosses. The sound of 
nearby rushing water echoes through the chamber. 


The shrine’s goblin slaves sleep and rest here when 
they are not working in the upper levels. The markings 
on the wall are their crude method of determining whose 
turn it is to work. 

Creatures: Four goblins currently rest in this room. 
They fight until two of them are defeated. The remaining 
goblins then attempt to run to the upper levels for help. 

Goblins (4): hp 4 each; Monster Manual 107. 

Development: Five of the jars are nearly full of 
idebar). When New Pedwich'’s 
Yeecha plans to use these jars to 


crushed hexberries (see 


harvest is complete 
poison the town’ grain supplies so that the townspeople 
starve over the winter. 


F9, UNDERGROUND STREAM (CEL 3) 
‘The passage splits into two short, damp passages, both 
of which end at a fast-flowing underground stream. 


The stream serves as the source of water for the shrine’s 
idents. It is clean and safe to drink. The stream is about 


8 feet wide and 6 feet deep along most of its course. It 
moves quickly west over rocks and around corners, creat- 
ing rushing water sounds throughout the lower caverns. 

Trap: Any PC who approaches the edge of the 
stream without being extremely careful must make a 
Reflex save or slip and fall in. A successful Swim check 
(DC 15) is required to get back out or swim upstream. 


Ifa character fails a Swim check by more then 5, he is 
swept downstream and'must make another Swim 
check (DC 15) to avoid taking 4d8 points of damage 
from rocks or possibly drowning. The stream carries 
the character for 10 minutes until he emerges from 
the ground just south of New Pedwich 

of Rushing Stream Trap: CR 3; no attack roll neces- 
sary (see above); Reflex save (DC 15); Search (DC 15); 
Disable Device N/A. 


F10. MOLD PASSAGE (EL 2) 
A short, narrow passage leads from the caverns down 
to a rushing stream. The air here feels cooler than in 
the surrounding caverns. 


Trap: Midway along this tunnel is a 3-foot patch of 
brown mold. Brown mold feeds on warmth, drawing heat 
from anything around it. Living creatures within 5 feet of 
it take 3d6 points of cold subdual damage. Fire brought 
within 5 feet of the mold causes it to instantly double in 
size. Cold damage instantly destroys it 

- Brown Mold: CR 2; no attack roll nec: 'y (3d6); 
Spot (DC 20); Disable Device N/A. See the DUNGEON 
Master's Guide, page 117, for details. 

Development: Yeecha has been unable to destroy the 
brown mold infestation in the lower ca 


rns, If the entire 


party ends up unconscious in the mold, assume the mold 
contracts far enough after one day for the PCs to begin 
recovering. After that time, the grick in area Fr2 is free to 
approach and carry one PC off to area F12, then kill them 
and eat them. It returns for another PC every 3d8 hours. 


Fil. GRICK AMBUSH CEL 3) 
Creature: A grick lies in hiding in one of the many 
alcoves and crevices along this passage. If it manages to 
incapacitate or drive off all the PCs, it drags one of them 
back to area F12 to eat. 

 Grick (1): hp 9; Monster Manual 112. 


F12. GRICK LAIR 
The floor of this cavern is very rough and strewn with 
bones, tattered cloth, rusting metal, and slime. The 
walls are jagged and the ceiling varies in height from 8 
to 25 feet. A wide crevice in the north wall leads down 
into damp darkness. 


The grick sleeps and devours its prey here. The posses- 
sions of its victims lie scattered about. If the grick has not 
been defeated and hears the PCs, it comes here from area 
Fux and atta 


Treasure: Sorting through the piles of remains pro- 
duces 7,000 cp, 300 sp, a masterwork longbow (375 gp), 
20 arrows (1 gp), and a suit of banded mail (250 gp). 


F13. BRIDGE PIT 


This is the pit beneath the bridge at area F2, The floor is 


he bones of a small 


covered with sharp stalagmites. 
humanoid lie directly below the bridge. 

Development: Characters at the bottom of the pit 
can Climb (DC 15 each round) to area F2 or F3 (30 feet 
up) or to the passage to the lower caverns (15 feet up). If 
anyone in this pit talks loud enough for someone at the 


level of the bridge to hear, the grick in area Fix also 


hears and comes looking for prey. The grick is very 
familiar with the pit and gets a +4 circumstance bonus to 
its Climb checks. 


Fl4. TOMB OF YEENOGHU’S 
CHAMPIONS CEL 3) 
‘The tunnel ends in a damp, triangular cavern. On the 
floor are three stone slabs about 6 feet by 3 feet. On two 
of the slabs lie the skeletal remains and rotted clothing 
of humanoid creatures, The third slab appears empty. 


Creature: This cavern contains the open tombs of 


three heroes of Yeenoghu who fought hundreds of y 
ago when the gnolls were driving orcs and ogres from the 
Stagnant Wood. One of the heroes has been roused from 
its rest because Onugharra’s gnolls have forsaken 
Yeenoghu. It haunts the lower caverns as a wight. The 
creature wears badly tattered leather armor and the fur is 
missing from most of its body. 
2 Wight (1): hp 26; Monster Manual 183. 

actic 


f the wight hears the PCs coming, it Hides 
among the rocks and tries to get behind the characters, 
cutting off their retreat. It concentrates its attacks on a 


single character, trying to create a spawn. If the PCs flee, 


the wight and any spawn chase them as far as area Erx. 


Treasure: The cherished possessions of the three 
d on the slabs with them. ‘Time and 
rything, but the fol- 


ed gold bracers (200 


heroes where pla 


moisture has destroyed nearly e 


lowing items survived: finely wor 


zp), masterwork heavy mace (312 gp), and a tattered 
gp g 


leather sash encrusted with the following gems: a black 
pearl (500 gp), two silver pearls (200 gp each), and a small 
jade jackal head (150 gp). 


G. GNOLL SCOUTING PARTY (EL 4) 


If the PCs head north up the gnoll trail, either to investi- 
gate the entries in Yeecha’ 


journal or because of the map 


found on Atwan, they come across a gnoll scouting party 
heading south. 

Creatures: A single, lightly-armored gnoll leads two 
goblins and the goblin rogue, Schleggit. 

 Gnoll (x): hp 12; Spd 30; AC 15 (+1 natural, +3 stud- 
ded leather, +1 small wooden shield); Monster Manual 
105. The gnoll carries a pouch with 20 gp in addition to 


his weapons and armor. 


Goblins (2): hp 4 each; Monster Manual 107. 

? Schleggit, Male Goblin Rog3: CR 3; Small 
Humanoid (goblinoid); HD 3d6+3; hp 18; Init +7; Spd 30 
ft.; AC 17, touch 14, flat-footed 17; Atk +5 melee 
(1d6+1/crit 19-20, masterwork short sword); or +7 
ranged (1d6/crit x3, masterwork composite shortbow); 
SA sneak attack +2d6; SQ darkvision 60 ft., evasion, 
uncanny dodge (Dex bonus to AC); AL CE; SV Fort +2, 
Ref +6, Will +2; Str 12, Dex 17, Con 13, Int 10, Wis 12, 
Cha 6. 

Skills: Appraise +6, Climb +7, Hide +13, Listen +9, 


Move Silently +13, Spot+9, Tumble +9, Use Rope +9. 
Feats: Alertness, Improved Initiative. 

Possessions: potion of cure light wounds, potion of hiding, 
masterwork studded leather, masterwork buckler, mas: 
terwork short sword, dagger, masterwork composite 
shortbow with 20 arrows, map of New Pedwich, red 
garnet (120 gp), 80 gp. 

Tactics: If the scouting party sees or hears the PCs 


before the 
Onugha 
beside the trail. As soon as the PCs 


are detected, the gnoll runs back to warn 
s camp and the goblins hide in the woods 


s the hiding gob 


lins, or the goblins are spotted by the PCs, they make one 


attack with ranged weapons (possibly a sneak attack by 
Schleggit) and scatter into the woods. 

Development: If the gnoll escapes this fight, he 
warns the camp (see area I). If Schleggit escapes, he takes 
part in the fina 
capture a goblin and demand that it 
camp, it does, but it makes sure that the goblin picket at 


attack on the town (see area J). If the PCs 
d them to the 


area H sees or hears them and sounds the alarm. 


H. GOBLIN PICKET (EL 1/4) 


If the PCs follow the gnoll trail two miles north of the 
encounter with the gnoll scouting party (area G), the 


come across Onugharra's encampment. The camp is 


screened by goblin pickets who raise the alarm with 
small horns if intruders approach 

Creatures: A single goblin hides in the woods to 
sound the alarm with his horn as his first full-round 
action after spotting the PCs. After blowing the horn, he 
tries to run away and hide 


Goblin (1): hp 4; Monste 


I. GNOLL ENCAMPMENT CEL 5) 
A small, muddy clearing opens up to the east side of 
the trail. You see seven or eight small stick and mud 
huts within its confines. A few humanoids of variou 
sizes move among them, barking and growling at each 
other. 


Manual 107. 


Onugharra has established his camp where two of the 
main gnoll trails meet, just south of the river Clane. His 
band is gathering here to attack the town. 


Creatures: Onugharra and his army currently hunt a 
small band of orcs in the woods to the east. He has left 
one of his new barbarian friends and some gnolls and 
orcs to defend his camp and treasure. 

 Gnoll (2): hp 11 each; Monster Manual 105 

Orcs (2): hp 4 each; Monster Manual 146. 

?@ Hannok, Male Half-ore Bbn3: CR 3; Medium- 
size Humanoid (6 ft. 3 in, tall); HD 3d12+3; hp 28; Init 
+2; Spd 40 ft. AC 15, touch 12, flat-footed 15; +7 melee 
((+3 base, +3 str, +1 Focus)) (1d12+4/crit x3, greataxe); 
SA rage; SQ uncanny dodge (Dex bonus to AC); AL CG; 
SV Fort +4, Ref +3, Will +1; Str 17, Dex 14, Con 12, Int 8, 
Wis 10, Cha 9 

Skills: Climb +6, Intimidate +4, Jump +6, Listen +4, 
Wilderness Lore +3. Feats: Weapon Focus (greataxe), 
Dodge. 


Rage (Ex): During his rage, Hannok’ statistics change 
as follows: hp 34, AC 13, Atk +9 melee (1d12+7/crit x3, 
greataxe); SV Fort +6, Ref +3, Will +3; Str 21, Con 16. 
Skills: Climb +8, Jump +8. 

Possessions: potion of cure moderate wounds, studded 


leather armor, greataxe, 87 gp, holy symbol of Erythnul. 

Tactics: If the gnoll from the scouting party made it 
back to warn the camp or the goblin picket raised the 
alarm, the camp is warned and all of the camp’s occupants 
remain fully armed and watchful for 2d6 hours. 


ONUGHARRA'S 
ENCAMPMENT 


If the alarm has not been raised, the gnolls ar ly, 


but the orcs must return to their huts to get their mel 


weapons, delaying them for 2 rounds. The barbarian 
Hannok sleeps in the nearest, largest hut, emerging in 
round 3 of battle with his weapon ready. As soon as any 
camp occupant has a weapon ready, it attacks. Hannock 
rages when the first gnoll is killed, if he is wounded, or if 
he is woken from his sleep. 

‘Treasure: The largest hut contains a very old and worn 
wooden chest, wrapped with rope to keep it together. It 
ra’s band: 1,100 
gp, 400 sp, two gems (alexandrite, 300 gp and yellow 


holds the gathered treasure of Onugha 


topaz, 200 gp), potion of alter self, potion of darkviston, large 
silver symbol of Erythnul. 
Development: It should be apparent to the PCs that 


the buildings in this clearing could house more creatures 


than rest here now. Onugharra returns to his camp an 
hour or two before dark on the third day of the adven 


ture. If he finds his camp has been attacked, he gives 


orders to attack New Pedwich immediately after sunset 


J. THE BATTLE OF 
NEW PEDWICH (EL 6) 


Onugharra’s band attacks New Pedwich on the third night 
of the adventure, just after sunset. This gives the gnolls 2 
hours of darkness before moonrise to use the advantage of 
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their darkvision. If the PCs attack the gnoll encampment, 


(see encounter I) the attack might come sooner. 


When Onugharra attacks, the town is warned by the 
wild barking, yipping, and insane hyenalike laughter 
from all sides of the clearing as Onugharra’s orders to 
attack are passed along, Townspeople gather on the green 


near the new temple and Pug takes immediate com- 


mand. He takes ten of the temple workers to defend the 
bridges east of town. He sends the PCs and five of the 
temple workers, including Korrin, to guard the west side 
of town, Jelup, Hentoe, and the rest of the temple work- 
ers stay at Slatejaw’s to help the wounded and act as a 
reserve. All other townspeople hide in Slatejaw's or in 
their homes. The gnolls already sound like they are 
inside the clearing, so no further discussion takes place. 
When the PCs reach their post, the lead gnolls are 
already within 100 feet of the town. 

If the attitude of the temple workers toward the PCs is 
helpful, those assigned to the PCs stay and fight. If they 
are friendly, only Korrin stands his ground while the rest 
desert and run back to Slatejaw’s as soon as they see the 
gnolls. If the workers’ attitude is less than friendly, they 
all run. 

Creatures: Onugharra’s largest force has circled 
around the town and comes right at the PCs from the 


woods to the west. The force consists of Onugharra him- 
self, the barbarian priest Atwan, 2 gnolls, 2 orcs, and 2 
goblin archers. If the PCs have not defeated the gnoll 
scouting party (encounter G) they face one additional 
gnoll. If the rogue Schleggit is still alive, he sneaks into 
the center of town and joins the battle against the PCs in 
round 6. Also, if the PCs have yet to travel to Onugharra’s 


encampment, the gnoll barbarian attacks accompanied 
by Hannok, two more goblins, and two more gnolls. 

Onugharra is an imposing creature—larger and 
stronger than the other gnolls, with his mane hair gath- 
ered into dozens of spikes capped by raven feathers. 

Atwan is a young cleric of Erythnul, sent by the bar- 
barian overlord to convert the gnolls. He is a tall human 
with long, blond hair, but he appears small beside 
Onugharra. He wears a dark red robe over his armor. 

 Gnoll (2): hp 10, 12; Monster Manual 105. 

Orcs (2): hp 4 each; Monster Manual 146. 

@ Goblin Archers (2): hp 3 each; Atk +3 ranged 
(1d8/crit 19-20, light crossbow); Monster Manual 107. 

 Onugharra, Male Gnoll Rgr3: CR 4; Medium-size 
Humanoid; HD 2d8+4 plus 3d10+6; hp 40; Init +2; Spd 30 
ft.; AC 16, touch 12, flat-footed 14; Atk +7 melee 
(1d8+4/crit 19-20, masterwork longsword) and +7 melee 
(1d6+3/crit 19-20, +1 short sword), or +6 ranged 
(1ds+3/crit x3, mighty composite longbow [+3]); SA 
favored enemy (orcs), two-weapon fighting ability; SQ 
darkvision 60 ft.; AL CE; SV Fort +9, Ref +4, Will + 
18, Dex 15, Con 15, Int 8, Wis 12, Cha 6. 


Skills: Listen +7, Spot +7, Wilderness Lore +4. Feals: 


Point Blank Shot, Precise Shot, Power Attack, Track. 


Possessions: +1 short sword, cloak of resistance +1, potion of 
cure light wounds x2, masterwork studded leather, master- 
work longsword, mighty composite longbow [+3] with 
20 arrows, 140 gp. 

¥ Atwan, Male Human Clr2 (Erythnul): CR 2 
Medium-size Humanoid; HD 2d8+2; hp 15; Init —1; Spd 
20 ft.; AC 16, touch 9, flat-footed 16; Atk +3 melee (1d8+2, 
morningstar); AL CE; SV Fort +4, Ref—1, Will +6; Str 15, 
Dex 8, Con 12, Int 11, Wis 16, Cha 15. 

skills: Concentration +7, Heal +6, Knowledge (r 


igion) 
+2, Spellcraft +5. Feats: Scribe Scroll, Combat Casting, 
pells (4/4; base save DC = 13 + spell level): 0: 
minor wounds, detect magic, light, resistance; 1st 


s cure 
cause fear, 
doom, cure light wounds, protection from good. 

*Domain Spell. Domains: Evil (cast evil spells at +1 
caster level), Trickery (Bluff, Disguise, Hide are class 
skills). 

Possessions: scroll of protection from good, scroll of cure light 
wounds x2, potion of blur x2, splint mail, small wooden 
shield, morningstar, holy symbol of Erythnul, 25 sp. 
Atwan also carries a crude map of the Stagnant Wood 
showing the Woods Road, the gnoll trails, and the loca 


tions of Onugharras camp and the town of New Pedwich 


Tactics: Onugharra keeps his goblin archers back to 


shoot at enemies not engaged in melee. He sends his 


gnolls, orcs, and remaining goblins forward to attack 
immediately, He personally gets within 30 feet and 
shoots his bow at spellcasters and other troublemakers 
for 3 rounds before dropping it and using both swords to 
attack whichever enemy appears most threatening. 
has the Precise Shot feat and can shoot into 


Onugharra 
melee without penalty, 
Atwan drinks a potion of blur and casts protection from 


sts cause fear and doom on 


good on Onugharra. He then ca 
the toughest-looking enemy. After that, he uses his cure 


light wounds spell and scrolls on himself and Onugharra 
when needed and avoids melee combat. If Onugharra is 
defeated, Atwan attempts to flee. 

Development: If the PCs have not defeated the goblin 
rogue Schleggit (encounter G), he crosses the river 
unseen from the east and sneaks into the shadows 
around the new temple, waiting for a chance to kill Jelup. 


The rogue manages to make a sneak attack on the priest 
with his bow in round 3 of the battle and another hit the 
following round, seriously wounding him (hp —2). Old 
Hentoe and three temple workers come to Jelup's aid 
Schleggit flees to the west, reaching the PCs in round 6. 


Pug's squad faces 3 gnolls, 3 orcs, and 4 goblins at the 


south bridge, not far from the new temple. Pug’s force 
wins this battle, but two temple workers die and Pug is 
dying by the end of round 6. If Jelup has not been 
attacked by Schleggit, he reaches Pug and stabilizes him 


If Jelup is down, one of the PCs must reach Pug by 
round 12, or he dies. 

If the PCs run from the fight, the defenders of 
the town are soundly defeated, and the town is com- 
pletely destroyed. All the inhabitants are driven 
into the woods or killed 

If the PCs retreat to the center of town, the 


attackers pursue them. If Jelup has not been 
attacked by Schleggit, he assists the PCs after help- 
ing Pug. If the attitude of the temple workers 
toward the PCs is at least helpful, three more of 
them join the fight 

If Onugharra is defeated, the rest of his band 
immediately runs into the woods for safety. Any 
gnolls still alive in the group attacking the PCs 
begin barking to notify the rest of the band of the 
tragedy, so the battle at the south bridge ends 1 
round later. 


= CONCLUSION 


If the PCs defeated Onugharra, either at the 
encampment or in the battle at the town, they are 
received as heroes in New Pedwich. They are also 


allowed to keep any possessions of the gnolls that 


they find—although a donation to the construction 
of the remple would be greatly appreciated, The 
temple workers become helpful to the PCs if they 
are not already. 

If Pug survived the battle, he gladly pays them 
the 200 gp he offered for their services. The shock 
broken the effects 


of the battle and his injuries ha 
of his hypnotism, and Pug remembers his encounter 


with Yeecha. If the Shrine of Yeenoghu has not yet 
been cleared, he begs the PCs to investigate the 
cave. Both Pug and Korrin offer to come along if the 
PCs need help. 

If he is able, Jelup presides over a special cere- 
mony for the dead outside the old temple. During 
the ceremony he thanks Kord for fulfilling his 
vision and sending the PC 


to protect the hamlet 
from the evil in the woods. All who fell in the battle are 
buried in a special section of a new cemetery beside the 
new temple 

The PC 
they like and will always be welcome back. Their names 


are welcome to stay at Slatejaw’s as long as 


become legends in this sleepy hamlet. Construction of 
the temple continues under the direction of Pug, if he 


survived the battle, or Korrin if Pug did not surviv 

Onugharra’s warband and the keepers of the Shrine of 
Yeenoghu are not the only gnolls in the Stagnant Wood, 
nor are they the only threat to the town. The map of the 
woods found on Atwan might lead to a larger gnoll com- 
munity or more sinister Yeenoghu worship site. 


A letter in Atwan's pocket might instruct him to 
inform Onugharra that the barbarian warlord is planning 
to support the gnolls with an attack against the humans 
in the Stagnant Woods. The temple in New Pedwich will 


be completed the following spring, and the PCs could be 


invited as guests of honor at a special festival. This could 


coincide with the barba 


an warlord’s spring campaign 
against the town. 


Russ writes emergency room software in Milwaukee, Wisconsin. 
He would like to thank his wife, Pam, for letting him raise their 
sons, Andy and Alex, on DUNGEONS & DRacons. His other 
playtesters included cousin Pete and the Boar's Head group, 
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——YU THIOL MANSECHO 


The cagey Yu'thiol Mansecho is a githyanki from the Astral 
Plane, but none of his employers suspect that—few ever hear 


his real name. All they know is that the mysterious figure they 


hired as a spy, assassin, or blackmailer is good at his job 


Yuthiol moves from city to city, establishing a fake identity 
in the local underworld, using disguises and magic to hide his 
visage. Once he has earned a suitably dangerous reputation, he 
hires himself out to anyone wholll have him, often charging 


only a nomi: 


al fee. Yu'thiol only pretends to be devoted to the 


"4 


" of whatever foul deeds his employers pay him to commit, 
but he is truly a master of subterfuge and deception. 

Yu'thiol Mansecho is a spy for hire, but few suspect the depth 
of his treachery. No matter who Yu'hiol works for, his ultimate 
loyalty lies with the Lich Queen of the githyanki. Each month, 
Yu'thiol planeshifts to the Astral Plane to report what he has 
learned on the Prime. Working as a spy allows Yu'thiol to learn 
‘great deal of information useful to the insanely power-hungry 
Lich Queen, If the Lich Queen considers them a threat to her 
plans, Yu'thiol’s old employers die violently and suddenly. Of 
course, by then Yu'thiol has another name in a city far away. 


APPEARANCE 
Yu'thiol Mansecho rarely appears in his true form. Burying his 
identity 


nd origins beneath layered magical and mundane dis- 
guises, the cautious spy often kills those who see his true face 


TACTICS 

Yu'thiol always wears 
a disguise he creates 
with the Disguise 
skill and makes his 
glamered armor look 
like clothing or armor 
appropriate to the 
persona he creates. 
On most days, he uses 
the change self spell to 
appear as the same 
creature, hoping that 
if any magic pierces 
the veil of his magic 
disguise, his mun- 
dane disguise will 
fool viewers long 


CRITICAL THREATS 


BY MATTHEW SERNETT 


ARTWORK BY KYLE HUNTER 


Male Githyanki Rog4/Ftr2/1II4: Medium-size Outsider (evil); HD 
4d6+8 plus 2410+4 plus 4d4+8; hp 68; Init +2; Spd 30 ft; AC 20, 
touch 13, flat-footed 20; Atk +14/+9 melee (2d6+7/crit 19-20, sil- 
ver sword) or +9/+4 ranged (1d8/crit x3, composite longbow); 
SA psionics, sneak attack +246; SQ psionics, evasion, uncanny 
dodge (Dex bonus to AC); SR 15; SV Fort +7, Ref +7, Will +7; Str 
17, Dex 14, Con 14, Int 16, Wis 10, Cha 16. 

Skills: Bluff +15*, Concentration +12, Diplomacy +14*, 
Disguise +16*, Gather Information +15*, Hide +13 (+29**), 
Move Silently +13, Open Locks +13, Spellcraft +13, Tumble +12. 
Feats: Dodge, Exotic Weapon Proficiency (silver sword), Iron Will, 
Mobility, Spring Attack, Weapon Focus (silver sword). 

Psionics (Sp): At will—clairaudience clairvoyance, dimension 
door, mage hand, telekinesis; 1/day—planeshift. Caster level 16th; 
base save DC = 13 + spell level. 

Spellbook: 0—all except ray of frost; 1st—charm person, change 
self*, comprehend languages, ray of enfeeblement, shield, silent 
image’, true strike; 2nd—alter self*, bull's strength, invisibility*, locate 
object, obscure object, minor image*, mirror image’, see invisibility. 

“Illusion spells. Prohibited school: Conjuration. 

Possessions: silver sword, +2 glamered studded leather, circlet of 
persuasion*, ring of mind shielding, medallion of thoughts, robe of 
blending**, ring of protection +1, amulet of natural armor +2, com: 
posite longbow with 30 arrows. 


enough for him to slay them or make his escape. When Yu'thiol 
knows he will engage in combat with spellcasting foes, he often 
makes up his mundane disguise to look like an enemy who has 
no alibi for the time of the battle. 

Yuthiol makes good use of his spells. He prefers to wait in 
ambush for an enemy, hiding near the path of foes to attack from 
ashort distance with his bow. He then attempts to render himself 
invisible and dimension door to a distance beyond the range of dispel 
magic and see invisibility spells. While invisible, he takes stock of 
his enemies’ reaction and casts defensive magic, He then uses a 
silent image to make a version of himself appear within sight of 
his opponents. Once they charge the illusion, he uses dimension 


door again to engage a weak foe and make a sneak attack 
If all else fails, Yu'thiol uses his last invisibility spell to make 
his escape. After he has ascertained his opponent's base of oper 


ations, he gathers allies to to attack with overwhelming force. 


DEVELOPMENT 
The PCs could meet Yu'thiol as he s 


ks allies to help him 
assault a thieves’ guild and kill their leader. The leader of the 
guild saw Yutthiol without a disguise, and now Yuthiol poses as 
a frustrated member of the city watch looking for adventurous 
individuals willing to work ‘outside the boundaries of the law.” 

Alternatively, the PCs might encounter Yuthiol in the strong- 
hold ofan enemy. Yuthiol was sent to spy on the PCs' enemy and 
has taken the opportunity to evaluate the stronghold as a possi- 
ble base of operations for a larger githyanki strike force 
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“Lust” isa D&D Side Trek for four characters of 4th level 
It can be modified for characters of 2nd to 6th level with 
little trouble using information in the “Scaling the 
Adventure” sidebar. Although this adventure is set in the 
world of Greyhawk, it can be placed on any well-traveled 
road that passes through a heavily forested area in your” 
campaign setting, 


“Lust” is a chance traveling encounter. The PCs 
encounter Redwood Oakblossom, a half-fiend satyr, on a 
road at the edges of the Dim Forest on the borders of 
Bissel and the Gran March. He has charmed three aspiring 
Knights of the Watch and convinced them to try and kill 
each other for his own amusement. PCs charmed by the 
satyr join the battle; those who resist find the charmed 
attacking them. 
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—_—______ BACKGROUND * 


Redwood Oakblossom blames his misdeeds on his ba 
upbringing. Born as a result of the brutal rape of his 
dryad mother by a loosened fiend, Redwood spent his 
childhood rejected by other fey children. Even his own 
mother can barely look at him without being reminded 
of his horrifying conception, for Redwood bears the 
marks of his fiendish father: He has glowing eyes, two 
_ small horns growing between his ram’s horns, and he 
stands a foot taller than’a pureblood satyr. 

Because no one would play with him, the satyr spent 
much of his time alone, developing his skills with the 
panpipes by charming and soothing the small beasts of 
the forests. It was"during this time alone in the dark 
places of the woodlands that he discovered a more sinis- 
ter inheritance from his father—a deep and raging 
bloodlust. It didnt matter who spilled the blood, as long 
as it was hot and fresh. Many a squirrel suffered a long, 
bloody death at the hands of Redwood as he satisfied his 
fiendish impulses. 


‘As Redwood grew, the sophistication of his bloodlust 


. » 

_ grew, aswell. He found that his pipe playing could charm 
foresttravelers on the nearby road;and that they could be 
convinced to slay the small forest beasts who innocently 
emerged to frolic to the music of the satyrs pipes. From 
there it was only a small leap of logic to the idea of fore- 
ing the travelers to attack other intelligent creatures, a 
task made easier if the charmed were convinced their own 
lives were in danger from their “foes.” : 

At first, Redwood would charm those of natural opposi- 
tion, such as goblins and patrolling soldiers, and then put 
them together to see what would occur. While the blood- 
letting between these two groups was enjoyable to the 
half 
this nearly as much as when two natural allies fought one 
another, What sat 
was to then attack and slay the victors while they were 
still wounded from the fight,ripping them apart with his 
horns, claws, and teeth in a bloodthirsty orgy of rage. 


iend, he found that his thirst wasn't quenched by 


sfied his fiendish nature even more 


As travelers become more wary of the sections of forest 
that Redwood frequented, his tactics grew sneakier, and 
his range wider. Now he doesn't hesitate to sneak up on a 
group of camped travelers, softly playing his pipes to 
charm the guards. These Redwood leads off into the 
forest, where they attack and sally forth against one 
another while he pipes a martial tune. In the morning, 
the other travelers wake up (assuming some other preda- 
tor didn't devour them in their unguarded state) to find 
their guards missing, with almost no indica 
happened to them. é ~ 
| Glimpses of Redwood have inspired wild rumors 
among the regular travelers of these routes about the 
horned ghost and its lethal tunes; now guards are at a pre- 
mium, and only large groups travel the forest. Grizzled 
tangers have been hired to track those who disappeared, 
butonly the bloody sites where the victims died are 
found. Redwood is considered a scourge along the road 
that runs along the edge of the Dim Forest between 
Bissel and Gran March, terrifying patrols and travelers 
alike. The other forest creatures steer clear of Redwood 


n of what 


and his activities for fear of reprisal from the dangerous 
half-breed, leaving this section of forest to him alone. 


as 


Although this adventure is designed as a chance roadside 
encounter, the suceess of Redwood Oakblossom can 
serve as the basis of an adventure larger in scope than 
presented here. Here are some hooks to consider 

* The PCs are hired as bounty hunters by The Wooden 
League, a local woodeutter's coalition, to rid the roadway 
of the dangerous creature that lurks in the forest 

* Bowing to local political pressure, the Ferocious 
Ancient Hippogriff, Captain Hewn Stonetow (Clr7 of St 
Cuthbert), a Knight of the Watch, charges the party to 
stop the ghostly menace at the edge of the Dim Forest 

+ The local satyrs and other fey creatures of the forest 
have begun to suffer the brutal attacks of Redwood, They 
have contacted Hawia Blushberry (Dru3) for help. She, in 
turn, appeals to the party to seek out and destroy this 


abomination of nature. 


A FRIGHTFUL SIGHT! (EL 7) 
Read of paraphrase the following once you're ready to 


begin the encounter 


‘The twilight of the day is upon the surrounding forest, 
and were it not for the smooth and steady roadway, the 
going would be difficult. The quiet of the evening is 
gradually broken by the quick tempo of a martial tune 
played on a flute that catches and then holds your 
attention form somewhere in the near vicinity. Fol- 
lowing the sound to its source some 250 feet ahead 
reveals a strange sight: Three youthful-looking men in 


hauberks of chain and wielding longswords dance 
around a small clearing in the trees, slashing and hack 
ing at each other in time with the beat, They are 
dressed in the surcoats of the local constabulary, 
although these are rent and slashed 

All the while, a brown, furry-legged humanoid crea 
ture with horns and hooves capers around the battle, 
blowing the whistling tune that first caught your eat 
ona set of elaborate pan pipes. The black handle of a 
eature's back pro: 


heavy scimitar strapped to the 
trudes above the ram horns growing on his head. Most 
horribly, a sickening, lustful grin is mirrored in the 
sparkle of the monster's glowing eyes with each suc 
cessful thrust of the dancers’ weapons. 


Creatures: The three soldiers are aspiring Knights of 


the Watch. Hearing of the dar n 
this area, they took it upon'themselves to track down and 


rous beast lurking 


defeat the monstrous presence plaguing the travelers of 


ng that success would catapult them up 


this road, thinki 


hthood. Scioch and Ferrith Freeson are 


they look and act 


the ranks of Ki 


born less than a year apart 


brother 


more like twins, dressing alike, fighting with the same 


and so on. 


hird, Wolly Greenshed, entered the Knights of the 


Watch at the same time as the Freesons, and is a fast and 
true friend of the brothers. Short where the Freesons are 


ce 


tall, dark where they are fair, clumsy where they are gi 


ful, Wolly seems an unlikely companion. The brothers 


admire his fierce heart and staunch loyalty, and consider 
him a boon companion. 

# Stalwart Vigil Ferrith Freeson, Male Human 
Ftrx: CR 1; Medium-size Humanoid (5 ft. 9 in. tall); HD 
1d10+2; hp 15 (10 currently); Init +1; Spd 20 ft; AC 16, 
flat-footed 15, touch 11; Atk +4 melee (1d8+3/crit 19-20, 
longsword); AL LN; SV Fort +4, Ref +1, Will +0; Str 14 
Dex 13, Con 14, Int 10, Wis 11, Cha 15. 

Skills: Climb +0", Listen +1, Ride +4, Spot +2. Feats: 
Weapon Focus (longsword), Dodge, Toughness. 

“Includes —5 armor check penalty. 

Possessions: chainmail, longsword, 22 gp, 12 sp. 

¥ Stalwart Vigil Scioch Freeson, Male Human 
Ftrr: CR 1; Medium-size Humanoid (5 ft. 9 in. tall); HD 
1d10+2; hp 12(8 currently); Init +1; Spd 20 ft; AC 16, flat- 
footed 15, touch 11; Atk +4 melee (1d8+3/crit 19-20, 
longsword); AL LN; SV Fort +4, Ref +1, Will +0; Str 14, 
Dex 13, Con 14, Int 10, Wis 11, Cha 14 
Skills: Jump +0*, Listen +1, Ride +4, Spot +2. Feats: 
Weapon Focus (longsword), Dodge, Power Attack. 

“Includes —5 armor check penalty. 

Possessions: chainmail, longsword, 17 gp, 35 sp. 

¢ Stalwart Vigil Wolly Greenshed, Male Human 
Ftrr: CR 1; Medium-size Humanoid (5 ft. 2 in. tall); HD 
1d10+1; hp 11 (5 currently); Init +0; Spd 20 ft; AC 15, flat- 
footed 15, touch 10; Atk +5 melee (1d8+4/crit 19-20, 
longsword); AL NG; SV Fort +3, Ref +0, Will +1; Str 16, 
Dex 11, Con 12, Int 10, Wis 13, Cha 11 

Skills: Climb +2", Jump +1*, Ride +3, Spot +2. Feats: 
Weapon Focus (Long sword), Endurance, Power Attack. 
armor check penal 
Possessions: chainmail, longsword, 45 gp, 5 sp. 
Redwood Oakblossom i 


“Includes — 


a massive satyr, some 6 feet 


tall and weighing 250 pounds, His fur is a rich brown 
, and his 


mottled with blac in has a reddish hue. His 
pitch-black ram's horns curl about the sides of his head, 
ending in sharpened points near his glowing eyes. His 
teeth shine bright white and are sharply pointed, as are 
the talons at the ends of his fingers. Two small, bright-red 
horns spring from the center of his forehead between the 
ram's horns, He wears a fur belt made from deerskin, 
from which hangs his bag of holding. The bag holds grui 


some trophies taken from the battles he has instigated. 

2 Redwood Oakblossom, Male Half-fiend Satyr: 
CR 6; Medium-size Outsider (6 ft. tall) HD Sd6+12; hp 44; 
Init +3; Spd 40 ft; AC 16, flat-footed 15, touch 11; Ak 
melee (1d6+2, gore), +5 melee (1d4+2, 2 claws), +5 melee 
(1d6+2, bite), or 
scimitar), +5 melee (1d4+2, c 
bite); SA pipes, spell-like abilities; SQ darkvision 60 ft.; 


3 melee (1d6+2/crit 18-20, masterwot 


jaw), and +5 melee (1d6+2, 


immune to poison; acid, cold, electricity, fire resistance 
20; AL CE; SV Fort +6, Ref +7, Will +5; Str 14, Dex 17, Con 
14, Int 16, Wis 13, Cha 22. 

Skills; Bluff +14, Hide +15, Intimidate +13, Listen +15, 
Move Silently +15, Perform (dance, pan pipes) +18, Spot 
+15; Feats: Alertness, Dodge, Multiattack 

Pipes (Su): When Redwood plays his pipes, all c! 


tures within a 60-foot spread (except satyrs) must suc 
ceed at a Will save (DC 19) or be affected by charm 


person, sleep, or fear (caster level 10th). Redwood 


chooses the tune and its effect. In hands other than 
those of a satyr, these pipes have no special powers. A 
creature that successfully saves against any of the 
pipe’s effects cannot be affected by the same set of 
pipes again for one day. 
Spell-like Abilities: 3/day 


darkness; 1/day—dese- 


SCALING THE ADVENTURE 


“Lust” is designed to challenge four 4th-level characters, 
but it can be modified for parties of different sizes or levels. 
Consider adapting the adventure as follows: 

2nd- and 3rd-level PCs: The adventure as written is very 
difficult for characters of this level. To compensate, consid- 
er making the following changes: 

+ Remove Redwood’s cloak of Charisma +2, and reduce 
his Charisma to 15 (thus reducing the save DC of his pipes 
to 15) 

+ Allow for the possibility of other Knights of the Watch to 
show up in the second or third round of combat if the PCs 
need help battling Redwood. Alternatively, Wolly could 
resist the charm person affect and assist uncharmed PCs 
against Redwood. 

Sth- and 6th-level PCs: The adventure as written still pro- 
vides a challenge to characters of this level, although it’s 
not nearly as great. Consider making the following 


adjustments: 

+ Give Redwood two levels of sorcerer and two potions of 
invisibility 

+ Alternatively, add more charmed knights to the mix who 
are willing to fight and die for the satyr. 

Scaling the adventure up from here is simply a matter of 
adding more levels to Redwood (fighter, barbarian, sorcer- 
er, or both are all good choices). At very high levels, howev- 
er, consider allowing a powerful Redwood to beseech his 
father, a hezrou tanar’ri, for aid. The half-fiend satyr and a 
hezrou demon would provide an excellent challenge for 
high-level characters, 

Finally, remember that changing the Encounter Levels 
should raise the amount of treasure in the adventure 
Consult page 170 in the Dunceon Master's Guide (Tables 7- 
2, 7-3, and 7-4) to determine treasure appropriate to the 
new encounters. 


crate, unholy blight. Caster level Sth; save DC = 16 + 


spell level. 

Possessions: bag of holding (250-pound weight limit), cloak 
of Charisma +2, masterwork scimitar, pan flute. 

Tactics: When a PC comes within 60 feet of the piping 
satyr, she must make a Will save (DC 19), or be affected 
by the pipe’s charm person ability. The next round, the 
charmed PC and Redwood must make opposed Charisma 
checks—Redwood's is made at +6. If the PC fails that 
check, Redwood commands her to attack uncharmed 
PCs within 60 feet of the satyr. A PC who wins the 
opposed Charisma check isn't forced to attack, but she is 


still under the effect of the charm person spell. 


The round after Redwood attempts to make the 
charmed PCs attack, he turns the soldiers (who continue 
to fight among themselves) on those PCs who resisted 


his pipes. These soldiers, completely lost to Redwood's 


magic, attack with reckless abandon, but they never 


travel beyond 60 feet from the satyr. They move with the 
satyr if he moves so as to stay within that 60-foot radius. 

PCs who attempt to sneak up on the satyr must make 
opposed Hide and Move Silently checks against Red- 
wood's powerful Listen and Spot checks, Redwood moves 
within 60 feet of any he detects, placing them within 
range of his charm person spell or the attacks of the caper: 
ing knights 

If possible, Redwood stays out of melee while others 
who can fight for him still stand. If the PCs defeat the 
three knights (and any others charmed), Redwood imme. 
diately attacks. In direct combat, Redwood first uses his 
darkness to confuse the battlefield, unholy blight to soften 
pons. 
If the battle begins to go against him, the satyr uses dark 


up his foes, then follows up with his mundane we 


ness and his superior speed to flee and hide in the forest 
Development: If the PCs allow the fighters to con 
tinue their battle to its horrible conclusion, Ferrith wins 


a heartbreaking victory. He is then set upon and quickly 


-fiend. Should the 


slain by the ripping claws of the hal 
PCs manage to break the charm person spell influencing 


the knights, they immediately attack Redwood. 


———_——_—_ CONGIUSION 


The knights are in serious trouble for abandoning their 
normal duties and are drummed out of the Knights of 
Watch unless they return with the head of Redwood. The 
aspiring knights beg the party to allow them to take 
credit for the kill, explaining their situation. There is a 
500 gp reward for the satyr, which the Knights turn over 
to the party if they are allowed to take credit for slaying 
the menace 

Ad-hoc XP award: If the PCs agree to allow the 
knights to claim the kill as their own, award them an 
additional 10% experience for this encounter. 


If Redwood escapes, he flees deep within the Dim 
Forest. His evil is stopped for the moment, but his 
fiendish nature will not be denied. Redwood could 
return to haunting the roadways of the Dim Forest 
within the ye 


he might relocate to another area, or he 
might decide to stalk the PCs—those who stopped his 
lovely fun: 

Putting an end to Redwood’s bloodthirsty rein of terror 
need not end the opportunities for adventure in the Dim 
Forest. The other satyrs and dryads of the forest return to 
the roadway, instigating a number of debaucherous 
encounters with travelers using the trade road, becoming 
almost as much of a menace as Redwood. Fooled into 
thinking that Bissel and Gran March were engaging in 
guerrilla warfare against the humanoids of the Dim 
Forest by the remnants of Redwood’s bloodletting ses- 
sions, goblin forces surge out to attack the outlying areas 
of Bissel. Finally, Redwoods father, a hezrou tanar'ti who 


has been following Redwood’s growth and career from 


afar with pride, takes exception to the satyr'’s defeat. At 


the first opportunity, this powerful demon comes seek- 


ing revenge. © 


Brad’s lusts tend to run towards the more ordinary: A cool breeze 
ona hot summer's day, a cold beer most anytime, the sweat on 
the... To let him know what you thought about this adventure, 
write to btsschellhouse@yahoo.com 


Centuries ago, Keershaz was a great devil lord. Engrossed 


in his schemes, Keershaz grew blind to the threat posed to 


him by his underlings. In a great battle against Thoolvaz 


his most bitter enemy, Keershaz’s lieutenants turned 
against him, fleeing the battle to seize Keershaz’s strong. 
hold. Abandoned on the field, the devil lord was quickly 
captured. Instead of slaying his foe, Thoolvaz decided to 
strip Keershaz of his power and turn him into a puny imp. 
Luckily for the defeated devil, his one-time followers 
launched an attack on Thoolvaz's palace to seize their 
former master and destroy him. In the tumult, Keershaz 
escaped, fleeing eventually to the Prime Material Plane 

Enraged at his puny form and reduced power, Keershaz 
now plots to restore his former glory. The uppermost eche- 
lons of the baatezu order, entertained to no end by their 
underlings’ fumbling machinations, have offered Keershaz 
a bargain: If he causes the death of 100 good-aligned heroes, 
they will restore him to his former power. As a result, Keer: 


shaz has declared a one-devil war against adventurers. 


APPEARANCE 


Keershaz is a 2-foot tall, wiry, red 


skinned humanoid 
ad. 


with leathery bat wings, two tiny horns in his foreh 
and a long, undulating tail. His voice is high-pitched and 
rather whiny, which contrasts with his bombastic, arto 
gant tone, While Keershaz is now an imp, he still carries 
himself as a fearsome pit fiend 


TACTICS 
With his tiny new body and reduced spellcasting ability, 


Keershaz is quite aware about his capabilities. He lurks in 


Keershaz, Male Imp Wiz4: CR 6; Tiny Outsider (Evil, Lawful) (2 ft 
tall); HD 348 plus 444; hp 25; Init +3; Spd 20 ft,, fly 50 ft. (per: 
fect); AC 18, touch 13, flat-footed 15; Atk +10 melee (1d4 and 
poison, stinger); SA at will—detect good, detect magic, and invisi 
bility; 1/day—suggestion, poison, spells; SQ DR 5/silver, SR 5, 
poison immunity, fire resistance 20, see in darkness, polymorph 
(kobold, spider), regeneration 2; AL LE; SV Fort +4, Ref +7, Will 
48; Str 10, Dex 17, Con 10, Int 18, Wis 12, Cha 10. 

Skills: Concentration +7, Hide +18, Listen +5, Move Silently 
+8, Search +9, Spellcraft +14, Spot +5. Feats; Dodge, Scribe 
Scroll, Silent Spell, Spell Focus (Enchantment), Weapon Finesse 
(sting). 

Spellbook: O—all; 1st 
retreat, grease, mage armor, magic missile, Nystul’s magic aura, 


animate rope, charm person, expeditious 


summon monster |, shield, sleep, unseen servant, ventriloquism; 


flaming sphe 
mon monster Il, Tasha’s hideous laughter 


2nd—arcane lock, darknes: ¢, Melf’s acid arrow, sum 


Possessions: wand of summon monster | (38 charges), boots of 
elvenkind, scroll of arcane lock, scroll of darkness, scroll of expedi 
tious retreat, scroll of mage armor, scroll of Melf’s acid arrow, 
spellbook. 


dungeons, crypts, and ruins, hoping to pick off adventur 
ers with the unwitting aid of the monsters who dwell 
there. Using invisibility and his Hide skill, he lurks out of 
sight near dungeon entrances. When adventurers 
approach he follows them, hoping to find an opportunity 
to finish one off. He casts dancing lights, ghost sound, and 
ventriloquism to lure adventurers into traps and other haz 
ards, When the heroes encounter monsters, he uses 
summon monster to flank them and attack spelleasters, or 
wreaks havoc with their plans via his silent daze spells. 

Keershaz is terrified of defeat. He knows that should 
he die as an imp, he faces centuries of service as a lowly 
lemure. Thus, if directly confronted he uses his scroll of 
expeditious retreat to flee. If pressed into battle or if he sees 
the opportunity to destroy a weakened party, he uses 
darkness to cloak his attack before sending a flaming sphere 
hurtling at an enemy. Keershaz never moves into melee. 


and attacks with his stinger only if cornered 


DEVELOPMENT 

Keershaz prefers to lurk in a dungeon or ruin until the 
monsters within it are defeated before moving on to his 
next site. While never appearing physically to monsters, 
he offers them advice on defeating adventurers while 
invisible or via ventriloquism. 

Unfortunately for Keershaz, a host of devils seeks him. 
Thoolvaz wants to re-capture him, while his old followers 
want him dead. The PCs might find themselves bargain- 
ing with imps or osyluths dispatched to kill or capture 


Keershaz, or negotiating with the imp to avoid or slay his 


hunters. Q 
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“The Porphyry House Horror” isa D&D adventure designed 
for a group of four 10th-level adventurers using the rules 
and concepts presented in the Book of Vile Darkness. The Book 
of Vile Darkness is immensely helpful in running this adven- 
ture and dealing with the situations the party encounters in 
the Porphyry House and its wretched environs, 

This adventure confronts the players with some truly 
depraved and remorselessly evil villains and situations 


Bards, rogues, and similar characters should feel right at 


home in this environment, and their skills should certainly 
make some parts of the adventure easier to cope with. Char 
acters like paladins and clerics who have a strong moral 


ous evil 


compass should prove helpful against the nume! 
and corrupt creatures encountered in this adventure. How 
ever, they might end up causing more problems than they 
expect when it becomes clear that in order to succeed, the 


party might need to make allies of some of their foes. 


eee PREPARATION 


The only three books you actually need to run the adventure 
are the three core rulebooks, Feats, items, and monsters 
taken from the Book of Vile Darkness are reprinted in the 
adventure for your convenience. Spells have not been 
reprinted, but you can easily substitute spells of the appro 
priate levels for any vile spells in NPC stat blocks (all such 


alled out), 


spells are 

Also, make sure to study the yuan-ti entry in the Monster 
Manual before running the adventure. Yuan-ti are complex 
creatures, and even the weakest have a large number of 
spell-like abilities and psionic powers they can use. Of spe 


cial note is the fact that there a 


» plenty of potted plants 
scattered throughout the upper floors of Porphyry House, 
allowing the yuan-ti to use theit entangle ability with ease 
Although no monsters “wander” the House per se, regular 
patrols of Porphyry House guards can cause the party all 
sorts of trouble 


2 Monsters 


NPCs W Objects Settlements 


+7 Traps 


= BACKGROUND 


Scuttlecove was founded by a small group of three cannibal 
istic blasphemers who learned how to steal divine power 
from the gods they despise and loathe. Known as ur-priests, 
these three cultists possessed a shrewd and ruthless busi 
naged to build Scut 


ness sense, and over only a few years ma 


tlecove into a thriving, if lawless and dangerous, city. 

Scuttlecove is legendary among pirates as a place where 
any desire can be bought, any urge fulfilled, and any whim 
acted upon without fear of repercussion apart from the 
immediate. In other words, “If you can get away with it, do 
it!” Drug dealers, slave traders, and other terrible merchants 
flocked to the city to make their fortunes, or they died 
trying. Roving bands of homeless pirates, uninspired thugs, 
and even the odd assassin found the place a perfect home; its 
distance from the mainland kept it free of the meddling 
attentions of the more civilized nations. Left to its own 
devices and under the semi-watchful rule of the ur-priest 
triad, Scuttlecove could have eventually grown large 
enough to actually pose a military threat to the mainland. 
Unfortunately, something is growing in the stinking under 
belly of Scuttlecove that could prove far more dangerous 
and terrible to the surrounding regions 

Several years ago, a small cult of Demogorgon worshiping 
yuan-ti cultists arrived, led by a charismatic and crafty yuan 
ti bard named Wulvera. They brought with them large 
amounts of cash and loot, and with it they financed the con: 
struction of a grand structure on the edge of one of Scuttle 
cove’s marketplaces. Using porphyry mined locally, the 
yuan-ti cultists built a huge and beautiful building that put 
to shame the ramshackle struct 


res it surrounded. The place 


was a bordello, the classiest and most exotic of its kind in the 


entire city. In a place as steeped in lust and sin as Scuttle 
cove, the Porphyry House was an overnight success, Over 


the next several months, the other whorehouses and fes- 


thalls in Scuttlecove went out of business one at a time. It 


Scvetlecove 
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became blatantly obvious that the owners of the other busi 
nesses were being forced out by the owners of Porphyry 
House, but the citizens of Scuttlecove paid this no heed 
Such actions are common in Scuttlecove. In any case, no 
sooner than three months after it opened, the Porphyry 
House was the only bordello in all of Scuttlecove, and busi 
ness was booming... which was just as Wulvera and her 
yuan-ti minions planned 


Wulvera is a Thrall of Demogorgon, one of the demon 


prince’s most favored minions. She hopes to one day curry 
enough favor from the Prince of Demons to be transformed 
into an immortal demon herself, and Porphyry House is the 
tool for these ambitions, She selected Scuttlecove as a base 
of operations because the actions of her cultist minions 
would not draw undue attention from any lawful or good 
authorities or organizations. Her followers could mote or 
less do as they pleased. The one kink in her plan is the fact 
that the place is ruled bya triad of ur-priests. Wulvera under 
stands that Demogorgon is nota true god per se, but her cult 
is religious enough in its devotion that the ur-priests would 
doubtless lash out at it if they knew of it. Thus, she decided 
to use Porphyry House as a cover. Not only would such a 


structure help finance her goals, but it would distract the ur- 


priests from its true nature 
Originally, Wulvera staffed the bordello with prostitutes, 


mand. 


but they quickly proved to be too independent and d 
ing for their own salaries. Next, she tried kidnapped victims 


and slaves. Although these new “employees” had the 


69 


Feet 


advantage of no wages, they proved to be too subversive and 


uncooperative. Never mind the fact that there were several 


embarrassing moments when the powerful friends and fam: 
ilies of a few kidnap victims showed up well armed and 
demanded the return of their kin 

Finally, Wulvera had an epiphany: She and her yuan-ti 
minions could make use of their natural ability to polymorph 
other on common animals and beasts. Transformed into 
humanoids, they made quiet and amiable employees. Their 


natural docility and min 


mal sense of self worth kept them 
in their place more surely than a locked door could ever 
hope to; the main disadvantage was that polymorphed animals 
and beasts tended to be ineffective as brothel “entertainers 
since they lacked a strong force of personality or sense of 
self. They were uncreative, uncommunicative, and more 
often than not, just plain unattractive. While the majority of 
the House's clientele didn't seem to mind, the more discern, 


customers began to complain 


As a result, Wulvera looked farther afield, taki 


tage of a nearby island with a large population of gulguthy 


dras. The cult believed these creatures to be some of 
Demogorgon’s chosen—with their scaly skin and multiple 
heads, the beasts were thought to embody some of the 
demon lord's “better” qualities. Combined with a healthy 


personal presence (and the added bonus that in a pinch the 


ph effect could be dropped for an instant gulguthy 


rfect 


dra garrison), Wulvera thought theyd make p 


employees.” Harpies also made fairly successful subjects 
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but for the most part, they werent pliable enough mentally 
and required more time-consuming training. Captured, 
polymorphed, and properly trained, the gulguthydras quickly 
grew to be one of the Porphyry House's prime attractions. 


For a few years after the Porphyry House opened, Wul 


vera spent much of her time researching how best to please 
Demogorgon and earn her descent into demonic power 
Eventually, she came to the conclusion that the best method 
to earn the gratitude and favor of the Prince of Demons 
would be to offer him a sacrifice on a scale unlike any he has 
seen before. Her idea came not long after she accidentally 
created a powerful magic drug that temporarily transforms 
those who breathe its fumes into half-fiends. She has named 
this new drug “demon’s breath.” 

She now plans on sacrificing a number of willing (if 
duped) individuals during a massive orgy held at the Por 
phyry House, With the divine energy gained by this sacri 
fice, she hopes to infuse her supplies of this new drug with 


otherwe 


rldly power, blankering Scuttlecove with a cloud of 
the stuff so that the entire city’s population transforms into 
fiends permanently, including herself. Of course, she hopes 
to redirect a fair portion of the energy into her own soul, 
granting her the greatest share of the demonic energy as 
well as the ability to command its new demonic citizens as 
her puppets, 

Wulvera has nearly completed her preparations and has 
started to spread invitations to this private orgy among her 


best customers. She set the date for the event a 


sometime in 
the near future, and if these plans are not stopped, the city of 
Scuttlecove will become more dangerous than ever before. 
Unfortunately, her actions have attracted unwanted atten- 
tion. Although she has managed to keep the truth of her 
intentions from the ur-priest rulers of Scuttlecove, she has 
not been so successful at hiding her plans from two others 
The first of these serves one of Demogorgon’ greatest rivals, 
the Dark Pi 
landi has started her own investigations into the rumors of 


nce Graz’zt. A powerful Thrall of Graz’zt, Tyra: 


Demogorgon cult activity, and she hopes to bring the cult 
down. The second is local wizard and druglord named Ked- 


ward Bone, who has recently learned of the existence of 


Wulvera’s new drug; hell stop at nothing to have it for his 


own purposes. 


— ADVENTURE SYNOPSIS 


he party travels to the festering city of $ 


cuttlecove, and not 
long after are contacted by Kedward Bone. The druglord 
wishes to use their skills to secure a sample of a strange and 
powerful new drug he believes is being manufactured in a 
local brothel. Not long after, they are contacted by a beauti- 
ful but deadly half-fiend who would also like to enlist their 
aid against the brothel 

The party infiltrates Porphyry House and soon learns the 
truth behind the curtain. Enra 


ged that her plans seem to be 


falling apart, Wulvera gathers her closest minions to her in 


the temple of Demogorgon below Porphyry House. She 
then hatches a desperate plan—to capture and sacrifice the 
party to Demogorgon instead of pursuing the sacrificial 
orgy. The party must avoid her traps and attacks long 
enough to penetrate to the core of her temple within the 


bordello and stop her vile plans, 


GETTING STARTED 


This adventure truly begins when the party arrives at Scuttle 

cove. They might need to seek some sort of obscure but vital 
bit of information known by one of Scuttlecove's inhabitants 
perhaps this information is held only by the Skindancers. If 
the party consists of characters with a shady background and 
low moral standards, you could even tempt them to Scuttle 


cove with stories of how anyone can do anything they want 


there, as long as they're prepared to defend themselves 
against any repercussions. Such characters might even be 
drawn to the city by rumors of a magnificent brothel in which 
your wildest fantasies can be made flesh 

Alternatively, you can stage an encounter like the one 
that follows, This particular encounter works only on 
coastal region. The party members might have heard rumors 
that piracy is increasing off the coast for some time. Eventu 
ally, they should hear a new rumor that a particularly 
vicious and deadly monster has started to attack travelers 
along a well-used coastal road. One entire village is rumored 
to have been eaten by this creature, The party might decide 
to investigate these rumors on their own, they might be 
hired by a local noble or aristocrat to put a stop to the 
attacks, or they might simply have this encounter while 


traveling along a suitable road in your campaign 


SHIPWRECKED GULGUTHYDRA (EL 12) 
The attacks are being caused by a traumatized gulguthydra 
that was captured and polymorphed into a human woman and 


forced to serve in the Porphyry House. The gulguthydra 


smarter than most of its kin, managed to escape from the 
Porphyry House by stowing away on a pirate ship called The 
Siven’s Teat, Eventually discovered when it snuck up from 
the hold to look for food, the foul pirate crew took turns 
raping the creature before the ship's wizard noticed the 
strange magical aura around her. Curious, he shooed off the 
lusty pirates and attempted to dispel the magic aura simply to 
see what would happen. Unfortunately for him, he su¢ 
ceeded. The enraged gulguthydra made quick work of the 
wizard, the captain, and his crew. 

For several days the ship drifted, until it finally crashed 
on the shore of the mainland. The near-starving gulguthy- 
dra quickly established itself at the top of the local food 
chain, eating an entire village and anyone it happened to 
run across in its wanderings. Each night, the beast returns to 
the shipwreck, which it has fashioned into a new lair 


the party should have little trouble finding evidence of 
the gulguthydra’s tracks in the surrounding terrain once they 


become 


lerted to its presence. Finding and tracking the 
creature requires a Search or Wilderness Lore check (DC 9 
the creature's lair is in a small, crescent-shaped cove bor- 


dered on the north and south by cliffs. The landward side of 


the cove is densely forested, although a road passes nearby. 
In several places the gulguthydras bulk has crushed trees, 
making it fairly obvious that a massive beast lairs nearby 
The wrecked hull of The Siren’s Teat lies impaled upon some 
sharp rocks about 50 feet from shore, but at low tide the ship 
sits completely exposed. The hull of the ship is blasted out 
ward and se 


hes with a horrible, eye-watering reek. Within 
the hull lurks the creature 

Creature: The gulguthydra should be present in its lair 
when the party arrives. Allow it Listen and Spot checks to 
it’s aware of them it lies in 


notice the PCs’ approach; on 


wait and attacks as soon as they come within reach. The 


beast has foster 


{a deep hatred and fear of humans and has 
no desire to be captured again. It fights to the death. 

the gulguthydra’s full statistics can be found on pages 
58-59 of Monstrous € compendium: Monsters of Faeritn, but the 
relevant portions are reprinted here. Present the gulguthydra 
asa truly alien cr 


ature, the likes of which the party might 
never have heard of. A gulguthydra is a horrid hybrid of the 
predatory hydra and the scavenging otyugh. It has six snake: 
like heads on long serpentine necks, a pair of otyughlike ten 


tacles, and a squat reptilian body covered with foul slime and 


excrement, While most gulguthydra have an Intelligence 
score of 6, this one is unusually intelligent for the species 


SCALING THE ADVENTURE 

“Porphyry House Horror” is designed for four 10th-level 
PCs. If your particular party consists of characters of lower 
or higher level, you need to alter most of the encounters as 
well. The easiest way to lower or raise the difficulty of an 
encounter is to adjust the character level of the opponents. 
If your group consists of lower-level characters, simply 
lower the class levels of the enemies in this adventure by 
the same number (to a minimum of one). If lowering lev- 
els, make sure you don’t lower them to the point that the 
character loses a key ability needed to function in the 
adventure. 

Raising class levels to match characters who are higher 
than 10th level is a simpler process. You can even raise the 
encounter level of non-classed encounters an appropriate 
amount by giving the creatures class levels or advancing 
them using the guidelines in the Monster Manual. Wilarue 
the corpse succubus, for example, could gain sorcerer levels 

As a whole, this adventure is more deadly than most. 
This is offset somewhat by the fact that the party can ally 
with Tyralandi, an evil half-fiend/half-nymph. Tyralandi is a 
powerful character, and her presence can certainly help a 
party. If your party is lower level, consider having Tyralandi 
join their group sooner, and perhaps be a bit more helpful 
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2 Gulguthydra: 
hp 172; Init +0; Spd 30 ft., swim 30 ft. (surface only); AC 
touch 8, flat-footed 23; Atk +14 mel 
2d8+2, 6 bites); SA improved grab; SQ nauseat 
ing stench; AL N; SV Fort +12, Ref +5, Will +10; Str 20, Dex 
10, Con 24, Int 9, Wis 9, Cha 15. 

Skills: Listen +8, Spot +8 Feats: Iron Will, Multiat 

Improved Grab (Ex): To use this ability, the gulguthydra 
attack, 


R 12; Huge Aberration; HD 15d8+105; 
3, 


e (1d6+5, 2 tentacles 


+12 melee 


ck 


must hit with a tentac 


Nauseating Stench ( ny corporeal being with § or 
fewer HD who comes within 80 feet of the gulguthydra 
must make a Fortitude saving throw (DC 23) or be nause- 
ated for the next 1d10 rounds. At the end of this period, if 
still within 80 feet of the gulguthydra, the being must make 
another save. A single successful save exempts the being 


from needing to make saves against any gulguthydras nau 


seating stench ability for one day 

Treasure: The gear carried by the one-time crew of the 
ship has been lost, but most of the ship’ booty remains in the 
hold or lies scattered in the shallow tide pools below. This loot 
consists of 50,000 cp, 20,000 sp, 400 gp, 10 pp, seven tourma: 
lines (100 gp each), assorted pieces of jewelry worth a total of 
1,200 gp, a +1 longsword, and a wand of cure moderate wounds (26 
charges). The wand has fallen into a deep tide pool and can be 
found only with a successful Search check (DC 25). 

Also in the hold is a small wooden coffer with a padded 
interior. Inside are three vials of red liquid. A successful 
Alchemy check (DC 25) reveals that the fluid is spiderlily 
plant extract, a fluid valued as a catalyst for experimental 


drugs that incorporate the essence of evil outsiders 


or less evil in her actions. If your party is higher level, you 
might wish to have Tyralandi be more disruptive to the 
party. A high-level party might not even need her aid, in 
which case you're better off removing her from the adven- 
ture entirely, or perhaps using her as an additional villain. 

For a lower-level party, you might consider making the 
following changes: 

+ Replace the gulguthydras with fiendish harpies. 

+ Replace the stone golems with huge animated objects. 

+ Remove the fiendish or half-dragon template from the 
huge viper in the treasury. 

+ Remove the retriever altogether. 

+ Have the Temple of Demogorgon's floor consist of 
stinking earth, eliminating the snakes and Balance checks. 

For a higher level party, you might consider making the 
following changes: 

+ Make the gulguthydras all half-dragon gulguthydras or 
advance them 3-6 HD. 

+ Replace some or all of the animated porphyry statues 
with flesh golems or stone golems. 

+ Replace the glyphs of warding with symbols. 

+ Add a second or third retriever to the temple. 

+ Add more numerous or powerful demons to 
the dungeon. 
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In addition to the monetary treasure, two other items of 


interest can be found in the captain's cabin 
+The ship’ sea charts lie in a crumpled heap on the floor 
of the cabin. A successful Profession (sailor) check (DC 15 


reveals the location of Scuttlecove. PCs unable to make this 


ill check can find someone in a nearby town capable of 


ciphering the charts easily enough 


* With a successful Search check (DC 20) made while 


searching the captain's cabin, the ship’s log is found. This 


water stained and badly damaged journal is difficult to re 


and requires a successful Decipher Script check (DC 
sort out. The party might need to take it to.a specialist to have 
it deciphered if they can't make heads or tails of it. If its con: 
tents can be understood, the reader learns that the captain 
has long used Scuttlecove as a safe port to stage pirate raids 

Two entries in the journal prove particularly interesting 


The first occurs near the end and tells how the captain 


greed to travel to a major city on the mainland, posing as a 


merchant so he could pick up a delivery from an unnamed 
alchemist. He doesn't quite know what the delivery is, but 


the entry does mention that it’s a personal favor for the 


matron of Porphyry House, and that if he delivers it to h 
on time he's to be rewarded with a “week of freebies. 

The second interesting entry is the final one in the book: 
itdetails the discovery of a beautiful stowaway in the hold of 
the vessel. The captain gloats a bit about having had his way 
with the poor lass before he tossed her to his crew for fun, 
and mentions that she looked familiar Perhaps she was 


one of the girls from Porphyry House? 


oe SCUTEEIECOVE 


You should place the city of Scuttlecove on the coast of a 
tropical island at least one hundred miles from shore. Alter 
natively, you could place it on the mainland, as long as it’s 
secluded and distant enough from civilization that it can 
operate without interference. 

The only ships that regularly sail to and from the port of 
Scuttlecove are pirate ships, and they are far from likely to 
take passengers except as prisoners. No other ship willingly 
transports characters anywhere near Scuttlecove without 


immense bribes (10,000 gp paid in advance might do it) or 


truly impressive Diplomacy or Intimidate checks (DC 30. 
Since it is so far from the nearest major landmass, short term 


solutions like water walk probably won't suffice. Flight could 


get the party to the city fairly quickly, either on fly 


ng 
mounts or via magic. Teleportation is another possible route, 
although chances are that no one in the party has been to 
Scuttlecove before and no one they can hire would want to 


> the 


» without being paid ten times the going rate 

To say that the small city of Scuttlecove is a ruptured boil 
on an otyugh’s ass would be insulting otyughs everywhere. 
On its best days, a commoner wandering the streets of 


Scuttlecove during the day would be lucky to make it an 


hour without being assaulted. Now, with the withdrawal of 
the ur-priests, any semblance of order has nearly vanished, 
and things arent quite thar serene 

W Scuttlecove (Small City): Nonstandard; AL NE; 


15,000 gp limit; Assets 8, 


0,000 gp; Population 11,960; 


Mixed (77% human, 3% Halfling, 2% elf, 2% dwarf, 3% 


gnome, 5% half-elf, 6% half-orc, 1% tiefling, 1% other 

Authority Figures: The Ur-Triad (aristocrat 12/ur-priest 8), 

Important Characters: Eralakni, female half-ore Exp8 
owner of Eralakni’s Emporium; Kedward Bone, male human 
Ftrt/Wiz6/Diabolists; Lars Landicaster, male human Regrs, 
owner of The Rusty Shunt; Beryoil Whistlecut, female 
halfling Brd11, leader of the Skindancers; Rhemus Caldakar, 
male gnome Nec10, owner of Parts is Parts; Tolun Kiel, male 
human Ftr7, owner of The Violated Ogre; Tyralandi, female 
half-fiend/nymph Rgri/Thrall of Graz'zt4; Wulvera, Owner 
of Porphyry House, female halfblood yuan-ti Brd2/Thrall of 
Demogorgon7, 

Scuttlecove is unlike most cities in that the vast majority 


of its inhabitants are warriors rather than commoners, The 


primary exports of the city are drugs and stolen properties 


The city's 


particularly art objects, gems, and magic items 
economy is anything but stable, driven mostly by the 
arrival of pirate ships laden with loot, and pirates all too 
eager to spend it. As a result, the majority of the city's 
buildings tend to be dilapidated, since their owners do not 
have the regular income necessary to keep the properties 
in good repair 

In theory, Scuttlecove is ruled by its founders, a trio of 
godless aristocrats who discovered a method to manipulate 
divine magic without having to resort to fawning over a 
god. These three ur-priests are known only as the Holy 
Triad, a self-mocking title perpetuated by the ur-priests 
themselves as a sick joke. They keep the details of their 
names and personal lives a closely guarded secret, and 
rarely, if ever, venture out of their walled compound in the 
north end of the city these days. What goes on inside that 
walled compound is the subject of many rampant rumors; 


the one thing these rumors seem to be able to agree on is 


that the Holy Triad are cannibals and have discovered a 


way to increase their own power and strength by consum: 


ing the flesh of their kin. 

The Holy Triad imposes no laws save one: open worship 
of the gods is a crime punishable by public execution. Asa 
result, no organized, public temples stand in Scuttlecove 


Magical healing is provided by an association of bards 


known as the Skindancers. The Holy Triad doesn't interact 
with the citizens of Scuttlecove; they allow the citizens to 
live their lives as they see fit. A small percentage of the 
taxes they extract are returned to the city in the form of an 
arena, a massive public execution square, and upkeep on 
the docks—just enough to keep their citizens loyal 
Physically, Scuttlecove is a diseased, filthy pit of salty 


depression. The streets are often muddy and choked with 
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rubble. Here and there, the odd corpse yet to be claimed by 
a starving pirate for soup base bakes in the sun. The build 
ings are almost all one-story wooden affairs, with rickety 
walls, sagging roofs, and doorways consisting of strips of 
dried seaweed or cheap burlap. Those few buildings that 
can be construed as permanent are always the homes of 
powerful individuals. 

After the citizenry itself, fire and disease are the greatest 
terrors known to the citizens of Scuttlecove. A fire is more 
or less the only thing that can rally the low lives of the city 
into anything resembling teamwork, since the buildings 
are so closely packed that an uncontrolled fire could do 
incredible damage. Disease is another matter; fully half the 
citizens of Scuttlecove are afflicted with some sort of con 
tagious disease—a natural result of cramming so many 


people together in a small place with no one capable of 


keeping outbreaks in check. The Skindancers charge exor 


bitant prices to remove diseases, so only the most prosper 


ous can afford to stay well 


VISITORS TO SCUTTLECOVE 


A visitor to this foul city must make a Fortitude saving 
throw every day to avoid contracting a disease. The most 
common disease in Scuttlecove is filth fever, which is 
spread through flea bites. Other diseases might afflict party 
members, including cackle fever, mindfire, red ache, and 
the shakes, Additional diseases presented in the Book of Vile 
Darkness (in particular festering anger, misery’s passage, and 
vile rigidity) also pop up from time to time 

In addition, each visitor to Scuttlecove needs to make an 
Intimidate check (DC 15) daily to avoid attracting unwanted 
attention, Failure indicates the party is marked by a number 


of thugs equal to 2 + the number of failed Intimidate checks 


in the group. These thugs stalk the victims, striking when 
the advantage presents itself, Use the following stats to rep 
resent the standard Scuttlecove thug who might be brave 
enough to attack visitors of the party's obvious skill 

# Scuttlecove Thug, Human Ftr1/Rogs: CR 6; 
10; hp 38; 
Init +2; Spd 30 ft; AC 18, touch 12, flat-footed 16; Atk +8 
melee (1d8 


Medium-size Humanoid; HD 1d10+2 plus sd6+ 


2/crit 19-20, masterwork longsword) or +8 


ranged (1d8 


2/crit x3, masterwork mighty composite long- 
bow [42 Str] with masterwork arrows); SA sneak attack 
+3d6; SQ evasion, uncanny dodge (Dex bonus to AC); AL 
NE; SV Fort +7, Ref +6, Will +0; Str 14, Dex 15, Con 14, Int 
12, Wis 8, Cha 10. 

Skills: Bluff +5, Climb +11, Gather Information 


Hide 


+7, Intimidate +5, Jump +11, Move Silently +7, Profession 


(sailor) +4, Swim +21, Use Rope +7. Feats: Great Fortitude, 


Point Blank Shot, Precise Shot, Toughness, Weapon Focus 
longsword 

Possessions: +1 studded leather armor, +1 buckler, +1 longswor 
masterwork mighty longbow [+2 Str] with 20 masterwork 


arrows. 
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GATHERING INFORMATION IN 
SCUTTLECOVE 


Upon arriving in Scuttlecove, the party likely tries to 


nall 
they can via Gather Information checks. The following table 
provides a guideline to the types of information that can be 
discovered with Gather Information checks; each target DC 

lists three different pieces of information that might or might 
not assist the party. Each Gather Information check repre 

sents the results of approximately 4 hours of work 


Check Result Information Learned 


DC 10 * Scuttlecove is ruled by cannibal 
priests called the Holy Trinity. 
+The monks of Dire Hunger have 
retreated into their monastery, 

DC 15 + The Violated Ogre is the best place 
to get drunk in town. 
* The rulers of the city are not really 
priests, but something worse 

DC 20 “The rulers of the city have not been 
seen in several weeks. 
* Porphyry House is gearing up for a 
big, invitation-only orgy soon. 

DC 25 +The drug trade in town is 
controlled by a wizard named 
Kedward Bone. 
+The rulers of the city are divine 
spellcasters who despise the gods 

DC 30 +The Rusty Shunt is the safest place 
in town for visitors to stay. 
+ A mysterious, beautiful, raven 
winged woman has been seen in 
town. 

DC 35 +The Skindancers perform black 


market sexual favors. 
*The mysterious raven-winged 


alandi. 


woman is named Ty 
+ A strange new drug is being 
brewed by someone in Porphyry 


House 


SCUTTLECOVE ENCOUNTER KEY 


The following encounter areas in the city of Scuttlecove are 


only briefly described. The focus of this adventure is, after 


all, Porphyry House and the horrors it hides. 


1. SCUTTLECOVE DOCKS 

These docks represent the lifeblood of the city; without reg, 
ular arrivals of pirate ships filled with booty, the entire city 
would quickly collapse on itself and wither away. The Holy 
Triad understands this and keeps the docks in fairly good 
condition. It allows any pitate ship to dock for free, as long 
as there is open space. The docks are clogged with ships, 
with additional ships moored further out in the harbor 
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The waters of the cove itself are quite treacherous and 
filled with numerous jagged reefs. In fact, the city earned its 
name due to the large number of scuttled ships that still rot 
in the cove. These ships have been left to provide cover 
against any large invasion; a single ship can pass through the 
maze of wrecks and reefs with relative ease if it has the 
proper charts, but a large fleet would never make it in time 
to pose a threat to the city 


2. THE WATERFRONT 


The Scuttlecove waterfront is the place to go if you're look 
ing for something that can't be bought in more civilized 
areas. Slaves, stolen merchandise and magic, poisons, and 
rare magical components can all be found here, subject to 
Scuttlecove'’s 15,000-gp ceiling. The most popular ware in 
the waterfront has always been drugs, though; fully a third 


of the merchants in the region are drug pushers, and all of 


them who want to survive more than a week send 50% of 


their profits to Kedward Bone. 


One curious note is the complete absence of anything 
resembling prostitutes in the region. This is due simply to 
the fact that Wulvera’ actions have discouraged any public 
prostitution that isn't sanctioned by Porphyry House, Don't 
point this out to the party, since it's fairly major clue, but if 
they ask on their own don't hide the clue from such a per 


ceptive characters 


3. CITY WALLS 
The city walls surrounding Scuttlecove were erected by the 


Holy Triad ages ago, and they haven't been kept in good 


repair. Built of logs harvested from the surrounding jungl 


the wooden wall averages 20 feet high. The wall is rotting 


and in several places has collapsed entirely, but the citizens 


of Scuttlecove have little worry for their degrading walls. 


4. THE SLUMS 

A more depressing place would be hard to find. The slums of 
Scuttlecove consist of a tangled mess of temporary build 
ings made of wood, straw, mud, and even excrement or 
garbage, all heaped against the eastern wall on the far side of 
the Noyaro River. The river itself is fairly deep—nearly 30 
feet in places—and as such it provides an excellent natural 
barrier to separate the lowest of the low. The vagabonds, 
rogues, and hopeless who live here are mostly harmless and 
spend much of their time hiding in their crude homes. This 
is where pirates go to die when they cant afford to be killed 


in a barroom brawl. 


5. THE VIOLATED OGRE 

This large, two-story building is made of blocks of stone and 
painted red. The Violated Ogre is a fairly large tavern and inn 
that caters mostly to visiting adventurers. The place gets its 
name from its most popular form of entertainment: a 
wretched ogre mage long ago rendered helpless by a robe of 
powerlessness. The ogre mage is mounted on display on a small 
stage in the center of the main room, and guests are welcome 
to practice whatever demented surgery they wish upon it 


The ogre mage’s regeneration keeps it from dying; it’s been 


an attraction here for nearly ten years and has long since 
been driven hopelessly insane by its ordeal. The creature is 
now a raving masochist that takes disturbing pleasure in the 
ministrations of the taverns drunken amateur surgeons. 

The tavern is owned and run by a retired adventurer by 


the name of Tolun Kiel (male human Ftr7 


6. SCUTTLECOVE ARENA 

One of the few structures in Scuttlecove constructed and 
maintained by the Holy Triad, this modest open air arena is 
a popular diversion for the people of the city: 


7. KEDWARD BONE’S TOWER 
Apart from Wulvera and the ur-priests of the Holy Triad, Ked. 


ward Bone is the most powerful and dangerous inhabitant of 
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Scuttlecove. He’ lived in town since its founding and long 
ago realized that, given the direction the city was looking to 
grow, the drug trade in town would be the healthiest and 
most profitable of them all. After all, who needs to escape real 


ity more than a down-on-his-luck, depressed pirate? 


Kedward quickly managed to take control of all the major 
inflow of various drugs, and since then has managed to con- 
trol the trade with astonishing ease. Almost all of the actual 
dealing is performed by his numerous minions down in the 
Waterfront. These drug dealers are allowed to keep half the 
money they make; the other half is paid directly to Kedward. 


In return, he provides protection for the drug deale 


as 
needed, and even helps provide new customers by wandering 
the streets of Scuttlecove and casting addiction on passers-by 

Kedward Bone’ stone tower is comprised of five stories of 
well-warded, well-protected floors. The first floor consists of 
one large room used to entertain guests and interview 


future business partners. It is here that he arranges to meet 


with the party not long after they arrive in town 
Kedward is a tall, gaunt figure. His visage is quite shock 


ing to behold; his face is a terrible mess of bonespurs forme: 


long ago by a rare disease. Although he can afford to have 
the bonespurs cured, Kedward lets them be since they help 
make his image more menacing. Although he is far from 
pleasant to talk to (he is both incredibly vain and chronically 
condescending to anyone but his familiar) or look at, he is a 
shrewd businessman who has earned his place of power in 
Scuttlecove without having to kill a single person. He is 
rarely seen without a double-bladed magic scythe of his own 
design, a double weapon that requires an Exotic Weapon 
proficiency to wield properly. Unlike most wizards, he does 
not shy away from melee combat 

Kedward does not use drugs himself, as he is a student of 
all things diabolical and doesn't want to cloud his judgment 
when dealing with dangerous entities of the underworld 
His studies of the infernal realms have rewarded him with an 
imp familiar. Disturbingly, Kedward has taken the notion of 
a “familiar” quite literally; he and the imp Matylda are quite 
fond of each other and spend much of their free time alone 
exploring each other's capacity for perversion and lust 

Kedward is a 5th-level Diabolist; a prestige class that 
focuses on the study of devils that is fully detailed in the 
Book of Vile Darkness. 

¢ Kedward Bone, Male human Ftr1/Wiz6/Dia- 
bolists: CR 12; Medium-size Humanoid; HD 1d10 plus 
11d4; hp 33; Init +1; Spd 30 ft; AC 16, touch 12, flat-footed 
15; Atk +5/+0 melee (2d4+3 plus 1d6 fire/crit x4, +1 flaming 
double-bladed scythe) and +5 melee (2d4+2 plus 1dé6 cold/crit 
x4, +1 frost double-bladed scythe); SA spells, diabolism +2d6; 
AL LE; SV Fort +5, Ref +4, Will +10; Str 14, Dex 13, Con 10, 
Int 20, Wis 12, Cha 5. 

Skills: Alchemy +18, Bluff +6, Craft (weaponsmith) +5, 


Intimidate +6, Knowledge (local) +12, Knowledge (the 


planes) +15, Scry +11, Spellcraft +14. Feats: Alertness (when 
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Matylda is within reach), Ambidexterity, Corrupt Spell (vile 


feat), Craft Magic Arms and Armor, Craft Wondrous Item, 
double-bladed scythe), Evil 


Scribe 


Exotic Weapon Proficiency 


Brand (vile feat), Malign Spell Focus (vile feat 
Scroll, Two-Weapon Fighting. 

Wizard Spells Prepared (4/6/5/5/4/3/1; base save DC 
15 + spell level): 0—light, mage hand, ray of frost, read magic 
1st—burning hands, enlarge, grease, magic missile, true strike, 
unseen servant; 2nd—addiction®, bull's strength, corrupt grease’, 
darkbolt'*, mirror image; 3rd—corrupt Melf's acid arrow’, dis: 
placement, fireball, greater magic weapon; 4th—corrup! lightning 
bolt’, dimension door, lesser geas, stoneskin; 5th—corrupt phantas- 
mal killer’, teleport, wall of force; 6th—disintegrate, 
Spellbook: 0—all; 1st 


secret doors, enlarge, feather fall, grease, identify, mage armor, magic 


burning hands, cause fear, detect 
missile, magic weapon, shield, spider climb, stupor”, tongue ten 


drils, true strike, unseen servant; 2nd—addiction®, blur, bull's 


strength, cat’s grace, darkbolt'*, devil's tongue", endurance, invisi 
bility, 
ter, 


ance, dispel magic, displacement, drown’ 


vitate, Melf's acid arrow, mirror image, see invisibility, shat. 


shriveling™, web, wither limb'*; 3rd—clairaudience/clairvoy 


fireball, fly, gaseous form, 
greater magic weapon, haste, lightning bolt, love's pain", sugges: 
tion; 4th—dimenston door, dimensional anchor, ice storm, lesser 
geas, liquid pain®, phantasmal killer, scrying, stoneskin, wrack 
sth—cone of cold, dismissal, forbidden speech", stop heart", tele 
port, wall of force; 6th—disintegrate, legend lore, planar binding 

These are evil spells; the save DC for these spells is 17 + 
spell level due to Kedward’s Malign Spell Focus feat 

Note: If you're not using the Book of Vile Darkness, feel free 
to substitute spells from other products for the spells 
marked with an asterisk. 

Diabolism: Once per day, Kedward can grant one of his 
spells greater magical power. This spell must be one that 


affects a target or area (one that does not include himself); it 


deals an additional +2d6 points of unholy damage to any 
target of good alignment 


Possessions: +1 flaming/+1 frost double-bladed scythe, ring of 


protection +1, wand of mage armor (19 charges), wand of invisi- 


bility (21 charges), wand of haste (22 charges), wand of dispel 
magic (18 charges), wand of shield (28 charges), headband of 
intellect +2, slippers of spider climbing, In addition, Kedward's 
tower holds an assortment of various drugs totaling 15,000 
gp in value. 

 Matylda, Female Imp Familiar: Small Outsider 
lawful, evil); HD 3d8; hp 16; Init +3; Spd 20 ft., fly 50 ft 
perfect); AC 21 (touch 15, flat-footed 18); Atk +8 melee (1d4 
and poison, sting); SA poison, spell-like abilities; SQ 
improved evasion, share spells, empathic link, can deliver 
touch spells for Kedward, damage reduction S/silver, SR 5, 
poison immunity, fire resistance 20, see in darkness, poly- 
morph, regeneration 2; AL LE; SV Fort +3, Ref +6, Will +4; 
Str 10, Dex 17, Con 10, Int 10, Wis 12, Cha 10. 
Move Silently +5, § 


arch +5 


Skills: Hide +15, Listen + 


Spellcraft +5, Spot +5. Feats: Dodge, Weapon Finesse (sting). 
pe Ps 8 P 8 
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8. PARTS IS PARTS 


This grim tower is built entirely of bones. The squat, two- 
story structure is owned by an enterprising necromancer by 
the name of Rhemus Caldakar (male gnome Nec10), a one 
time adventuring companion of Kedward Bone who now 
makes a living selling body parts. He is currently on the 
mainland, restocking his supply of halfling baby fat. His 
tower is locked up tight and warded with several necroman: 


tic traps and undead guardians 


9. SKINDANCER ACADEMY 
This square tower of ivory is easily the tallest structure in 
Scuttlecove, with the exception of the Palace. Ten stories high, 
this building houses an order of bards who call themselves 
Skindancers after an erotic form of nude dancing coupled 
with stylistically torturing willing guests with needles and 
scalpels. Now that Porphyry House hasall but dominated the 
sex trade, the bards of the academy spend the majority of their 
time focusing on the art of performance torture. They also 
bring ina respectable income by hiring out their services as 
healers of wounds and diseases. They are willing to offer their 
services to anyone who can pay. Performance torture can cost 
anywhere between 50 to 500 gp per 1-hour session (more if 
curative magic is requested), and healing spells can be had at 
the bargain price of 500% normal cost 

The academy is run by an attractive woman whose body is 
an intricate network of fine scars; her name is Beryoil 
Whistlecut (female halfling Brd11). Although she might 
seem friendly, her taste in pleasure is anything but 


10. PLAZA OF HANGING RUIN 
Apart from the docks and arena, the Plaza of Hanging Ruin is 
the only structure in Scuttlecove built and maintained by the 
Holy Triad. This terrifying structure consists of metal and 
wood beams arranged in a series of concentric squares. Vic 
tims are hung from this frame on hooks and spiked chains 
For the low price of 100 gp, anyone can pay to have some 
one mounted on the Plaza of Hanging Ruin. No questions 
asked. Aside from the random tax collections, this is the 
greatest money-maker for the Holy Triad. Executions per- 
formed on the Plaza should be treated as crucifixions (see 
the Book of Vile Darkness for details), 


il. ERALAKNI’S EMPORIUM 


this large structure of green stone is owned and run by an 


industrious half-ore named Eralakni (female half-ore Exp8 
the building is a sort of miniature marketplace with private 
booths that can be rented out to merchants for the fairly 


high price of 20 gp a day. 


12. MONASTERY OF DIRE HUNGER 
This grim structure is built of basalt and reinforced with 
strips of iron. This ominous building is the stronghold of the 


Order of Dire Hunger, a cabal of monks that long ago 


stumbled upon a method to make physical their basest emo 
tions and separate them from their minds. The Monks of Dire 


Hunger were once human but are now twisted, monstrous 


parodies of the human frame. Their strongest belief is that 
true transcendence from the physical to the spiritual can be 
reached only by consuming nothing but one’s own species. 

Today, the Monks of Dire Hunger serve the Holy Triad as 
enforcers, tax collectors, and general, all-purpose thugs. 
There are 102 Monks of Dire Hunger in Scuttlecove, and at 
any one time at least two thirds of them reside in their 
fortress, When their masters, the ur-priests, retreated into 
their own palace, the monks followed suit and went into 


seclusion in this building. 


13. THE RUSTY SHUNT 


The Rusty Shunt is a fairly well-built, two-story wood 


n 
tavern and inn, and perhaps the safest place to rest and relax 
in Scuttlecove. This inn is owned and run by a portly man 
named Lars Landicaster (male human Rgr8), a retired 
bounty hunter who hasa strict code against harming paying 
customers. His prices are triple standard, but it might be 


well worth the price for a safe place to rest 


14. PORPHYRY HOUSE 


This building is the source of the troubles afflicting Scuttle 


cove. It is detailed in full later in the adventure 


15. SCUTTLECOVE PALACE 
This enormous walled complex is a mystery to all of Scuttle 
cove’ citizens. Visitors are not allowed to enter 

The main structure isa vast palace built years ago by slaves 
of the Holy Triad. These slaves have since vanished, and it is 
unknown as to what lurks within the building's walls apart 
from the three ur-priests. The ur-priests have all but walled 
themselves off from Scuttlecove and aren't even aware of the 
troubles in town. They are engaged in a sort of spirit quest, 
searching for the location of an ancient artifact known as the 
Shadar Pool that allows them to transcend the mortal limits of 
power and skill. (The Shadar Pool was described in “The 
Razing of Redshore” in DuNcLon #92.) Each of the ur-priests 


is a 20th-level character (Ari12/Ur-priests). 


ret es EVENTS, 


The following five events should occur in the following 


order 


Apart from the order in which they occur, the timing 


of the events is left to you to stage. 


EVENT 1: THE SORRY CASE OF AARON 
ISLARAN 

The Monks of Dire Hunger are not the only people who 
notice the arrival of outsiders. A poor, drug-addicted wretch 
by the name of Aaron Islaran notices the party before long, as 


well. Aaron was once a fairly successful aristocrat from a 


coastal city on the mainland. He came to Scuttlecove months 
ago, tracking his missing sister Alyssa here. He believed that 
she was kidnapped by pirates and brought here to be sold as 
asex slave or worse. Upon arriving in town, he quickly found 
himself overwhelmed. Nonetheless, he began his investiga 
tions, and before long he made an awful discovery. His sister 
had not been kidnapped; rather, she had run away from 
home to join the ranks of the Skindancers after hearing 
about the exotic and tempting organization from a sailor 
friend, Unfortunately, not long after she joined the Skin- 


dancers, she was assaulted by a lustful thug in a dark alley 


Alyssa killed her attacker, but the next night his friends 
tracked her down and dragged her to the Plaza of Hanging 
Ruin, where they paid a Monk of Dire Hunger to string her 
up. Aaron found her body hanging from the plaza a day later 

He has since sunk into a pit of depression, vowing 
vengeance on those responsible for her death, Unfortu 
nately, he has no idea who these thugs might be. He quickly 
became addicted to sannish, and not long after, he met Ked: 
ward Bone. He told Kedward his story, and he must have 


impressed the wizard because Kedward promised to help 


him track down his sister's killers if Aaron would help Ked 
ward by keeping an eye out for any other visitors from the 
mainland, especially those who look strong and well 
equipped. If Aaron finds such a group, he is to follow them, 
find out what they're doing in Scuttlecove, and determine 
if they seem to be as skilled and competent as they look. If 
the individual or group checks out, Aaron has been told to 
approach them and invite them to speak with Kedward at 


his tower, To further cement his deal with the addict, Ked 


ward supplies Aaron with all the sannish he can take and 
still perform this duty 

Of course, Kedward has no plans of fulfilling his promise 
to Aaron, He employs dozens of other people who watch the 
streets for recruits, but Aaron is easily his most eager-to 


please minion. Once he spots the party, Aaron follows them 


round for some time, trying to judge their strengths and 


work up enough courage to approach them, Chances are he 


is spotted before he can do so; each day that passes after their 
first in town, every party member can attempt a Spot check 
(DE 20) to recognize that they're being followed. 

If he is confronted, Aaron panics and breaks down in 
tears. He tells his whole story to anyone who listens, and 
then begs the newcomers to come speak to his friend in the 


red tower. He descri 


bes Kedward in glowing terms as an 
upright citizen in a town of dregs and despair. Charact 
DC 


signs of sannish addiction (blue lips), and might realize that 


who make an Alchemy check 15) notice the tell-tale 


Aaron is in worse shape than he looks 


Helping Aaron track down and kill the thugs who killed 


Alyssa earns his everlasting friendship, but details of this 


ope! et 


ation are not presented here. If the party manages to § 
him ba 


k to the mainland and off the sannish, they have 
earned a fairly powerful ally in high society 


U7 
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Ad-Hoc XP Award: If the party manages to rescue Aaron, 


ay 


ard them experience as if they had defeated him in combat 
$ Aaron Isla 
size Humanoid; HD 10d8+10; hp 55; Init +1; Spd 30 ft; AC 
11, touch 11, flat-footed 10; Atk +7, 
unarmed strike); SQ sannish addiction; AL LN; SV Fort +6, 
Ref +4, Will +4; Str 10, Dex 13, Con 12, Int 14, Wis 8 (cur- 
Cha 17 

Skills: Diplomacy +16, Handle Animal +16, Knowledge 


n, Male Human Arito: CR 9; Medium: 


+2 melee (1d3 subdual, 


rently 5 


architecture and engineering) +15, Knowledge (history) #15 
Knowledge (local) +15, Knowledge (nobility and royalty) 415, 
Ride +14. Feats: Great Fortitude, Leadership, Mounted 
Archery, Mounted Combat, Weapon Focus (rapier 

Sannish Addiction: Aaron is under the influence of san 
nish and takes an average of two doses daily. His Wisdom is 
more or less hovering at a score of § as a result, since each 
time he takes the drug he suffers a point of Wisdom damage 
Kedward is careful to keep Aaron stocked with only enough 
sannish to keep him from knocking himself out with the 
drug. A dose of sannish persists for 1d4 hours and causes 
euphoria. Initiative checks suffer a -2 penalty and the user 


is immune to pain-induced penalties 
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Possesstons: 3 doses of sannish, stinking and soiled clothes 
Aaron has sold all his other equipment to buy food, water, 


and more sannish. 


EVENT 2: VISIT WITH KEDWARD BONE 
This event most likely occurs after Aaron brings the party to 
meet Kedward Bone; it takes place on the ground floor of his 


tower (encounter area 7). It can occur at any that Kedward 


wishes, a fF the 


s long as he doesnt have to leave his tower 
party never encounters Aaron, the wizard eventually hears 
of their presence in the city and sends Matylda out to invite 


them for a talk. Ir’s also possible that the party is referred to 


Kedward by informants in the city or by Divination magic 
he is, after all, probably the most knowledgeable person in 
the city when it comes to local events. 

Kedward has invested too much time in his drug dealing 
business to sit idly by as a profitable new drug is introduced 
by an unknown competitor. He wants the inflow of this 
drug in town to stop, no matter what the price. He’ even 
willing to go so far as to ally with non-evil adventurers, nor 
mally his most despised breed of creature. Throughout his 
interactions with the party, he wears an expression of thinly 
veiled disgust at being forced to interact in a non-destruc 
tive manner with such beings 

Kedward has done a fair amount of research into what's 
going on in town, and he knows everything there is to be 


found with Gather Information checks, save for Tyralandi’s 
name. His theory is that Porphyry House is getting ready to 
do to the drug trade what they've already done to the prosti 
tution trade: namely, eliminate the competition while intro 
ducing a superior product to the market 

His proposal to the group is that they investigate the Por 
phyry House, find out who is manufacturing demon’ breath 
there, what their plans are, and make sure that the plans 


cease. If they can secure a sample of the drug for him as well, 


he’s willing to pay handsomely for it. If key players in the 
Porphyry House end up dead, Kedward would not mind in 
the slightest. He's never had much of an interest in the 
brothel, since they can't scratch his itch the way Matylda can. 


In any case, Kedward doesn't want to risk his or Matylda’s 


life in open conflict with Porphyry House. More importantly, 


NEW EXOTIC WEAPON 


Double-bladed Scythe: A double-bladed scythe is a double 
weapon. You can fight with it as if fighting with two 
weapons, but if you do, you incur all the normal attack 
penalties associated with fighting with two weapons as if 
you were using a one-handed weapon and a light weapon 
(see Attacking with Two Weapons on page 124 of the 
Player's Handbook). A creature using a double weapon in 
one hand, such as an ogre using a double-bladed scythe, 
can't use it as a double weapon 

A double-bladed scythe deals 2d4 points of damage with 


he doesn't want to leave his tower unguarded in these trou 
bled times. If the party agrees to this task, he helps them in 
whatever way he can; casting spells at no charge, allowing 
the group to sleep in his tower (ground floor only—it's 
uncomfortable but relatively safe), and possibly even teach 
ing wizard PCs some new spells. He throws in some free 
samples from his drug stores as well if he thinks that helps 
placate the PCs. You can assume he has about 5,000 gp of 
each of the following drugs available in his tower to hand 
out: baccaran, devilweed, mushroom powder, redflower 
leaves, rhul, sannish, and vodare. If hard pressed, he might 
even consent to the loan of a few of his magic items, 


although he never gives up his magic double-bladed scythe 


EVENT 3: THE ENEMY 
OF YOUR ENEMY 


Eventually, Tyralandi becomes aw 


ve of the characters and 


realizes that she might be able to use them to further her 
agendas, It’s up to you when and where she contacts the 
group, but it should occur before the PCs make their first 
major foray into Porphyry House, Of course, the party mem: 
bers might make the decision for you by learning her name 
and tracking her down. 

During the day, Tyralandi retreats to the surrounding 
wilderness to rest; she always chooses a different location to 
prevent her enemies from ambushing her. When she 
decides to contact the party, she approaches cautiously and 
warily. She makes it clear that shed rather talk than fight, 
but she is accompanied nonetheless by six charmed Scuttle 
cove Thugs she's gathered together for protection. If the 
party attacks, she activates her blinding beauty and flees, 
leaving her charmed thugs to fight the group before she 
attempts peaceful contact again the next day with a new 
batch of six thugs. If the party rebuffs her again, she attacks, 
enraged and insulted. 

If Tyralandi is able to make peaceful contact, the party can 
learn an awful lot from her. She explains that she wants the 
party's aid in tracking down and killing a cult of Demogor- 
gon worshipers. She tells them that the cult is quite large 
and powerful. She proposes a short term truce; she knows 


that the Demogorgon cultists are up to no good and her 


each blade, and has a x4 critical hit multiplier. It weighs 20 
pounds, costs 200 gp to manufacture, and its blades deal 
both piercing and slashing damage. 

The blades of a double-bladed scythe face in opposite 
directions off the weapon’s haft, making it look like an exag- 
gerated 
bersome, learning to use the weapon is difficult. Those who 
try to learn to fight with a double-bladed scythe without 
proper instruction from someone already familiar with the 
weapon can often be spotted due to the lack of fingers, 
toes, or bigger limbs. 


when viewed from the side. Heavy and cum- 


PORPHYRY HOUSE HORROR 


eatly if she allies with 


chances of defeating them improve g: 
the adventurers, She is willing to split treasure into equal 
shares as long as the Demogorgon cultists are put down 

lyralandi knows three things for sure about the 
Demogorgon cultists: 

+ They are based in Porphyry House and use the brothel as 
asource of income to finance their cult 

+ They are led by a powerful servant of Demogorgon named 
Wulvera who rarely leaves Porphyry House. 

* Wulvera is preparing a major sacrifice to Demogorgon; 
Tyralandi is unsure what the nature or purpose of this sacri 
fice is, aside from the fact that Graz'zt will be unhappy if it is 
successful. 

Even if the party refuses to join her, Tyralandi volunteers 
this information “as a token of good will” before departing, 
hoping that the party takes it upon themselves to take out 
the cult 

% Tyralandi, Female Half-fiend/Half-nymph 
Rgr1/Thrall of Graz'ztq: CR 13; 
(chaos, evil); HD 7d6+14 plus 1d10 


Aedium-size Outsider 


2; hp 46; Init +4; Spd 30 
ft., swim 20 ft., fly 30 fe 24, touch 17, flat 
footed 20; Atk +11 


rapier) and +5 melee (1d6, claw) and +2 melee (1d4, bite); SA 


average); AC 
6 melee (1d6+2/crit 15-20, +1 keen 
blinding beauty (DC 23), unearthly beauty (DC 23), spell 
like abilities, spells as a 9th-level druid, charm, spell 
betrayal +2d6, summon demon, two-weapon fighting abil 
ity, favored enemy (dwarves); SQ darkvision 60 ft., immune 
to poison, acid resistance 20, cold resistance 20, electricity 
resistance 20, fire resistance 20, dark charisma +2; AL CE 
SV Fort +6, Ref +8, Will +14; Str 12, Dex 18, Con 15, Int 20, 
Wis 24, Cha 28, 

Skills: Bluff +20, Concentration +13, Craft (painting) +11 
Diplomacy +17, Escape Artist +10, Heal +13, Knowledge 


arcana) +16, Knowledge (religion) +16, Perform (dance, 


VILE ITEMS 

Several items used in “Porphyry House Horror” appear in 
the Book of Vile Darkness. These items are reprinted here for 
your convenience 

Flesh Ring of Scorn: When this ring is pierced into the 
flesh of an evil outsider, it allows the outsider to automati 
cally confirm critical threats made against nonoutsiders. 

Caster Level: 1st; Prerequisites: Craft Wondrous Item, cor. 
rupt weapon; Market Price: 8,000 gp. 

Master Ring: The wearer of this iron ring, emblazoned 
with the symbol of a brooding falcon, can deal 3d6 points 
of damage per round as a free action to anyone wearing a 
slave ring keyed to it. Furthermore, the wearer can send and 
receive messages with anyone wearing a slave ring (as if 
using a sending spell) three times per day. Typically, a mas- 
ter ring has ten slave rings keyed to it 

Caster Level: 7th; Prerequisites: Forge Ring, shriveling, send- 
ing; Market Price: 40,600 gp (does not include slave rings; 
see below) 


a 


limericks, melody) +12, Sense Motive +12, Use Magic 


Device +15. Feats: Tattoo Magic*, Expertise, Thrall to Demon 


Graz’zt) (vile feat), Track, Violate Spell (vile feat), Weapon 


Finesse (rapier 
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Ring of Weeping: This dull gray ring allows the wearer to 
bestow weeping, crippling sadness by touch. A humanoid 
touched by the wearer of a ring of weeping must succeed at 
a Will save (DC 11) or be incapacitated and helpless for 1 
round, then suffering a3 morale penalty on all attack rolls, 
saving throws, ability checks, and skill checks, for 5 rounds. 
However, each time the ring affects a creature, the wearer 
suffers a -1 morale penalty on all attack rolls, saving 
throws, ability checks, and skill checks for 5 rounds 

Caster Level: Sth; Prerequisites: Forge Ring, sorrow; Market 
Price: 3,000 gp 

Slave Ring: This iron ring, once worn, cannot be removed 
except by the wearer of the master ring keyed to it. The wear- 
er is subject to horrible, flesh-disrupting damage by the 
wearer of the master ring, and she can also send and receive 
messages from him. 

Caster Level: 7th; Prerequisites: Forge Ring; Market Price: 
500 gp. 
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Tattoo M. 


Reams product Lords of Darkness. It is reprinted with the 


gic originally appeared in the Forcorren 


feats from the Book of Vile Darkness in the “Vile Feats” side- 
bar 

Charm (Sp): Tyralandi can produce an effect identical to 
that of a charm person spell at will. Caster level 4th; save DC 
20) 

Dark Charisma +2 (E 


ment bonus to her Charisma score when making Animal 


): Tyralandi adds a +2 enhance. 


Empathy, Bluff, Diplomacy, Gather Information, Handle 
Animal, and Perform checks. 

Spell-Like Abilities: 3/day 
1/da 
low, unholy blight. Caster level 10th; save DC 


darkness, poison, unholy aura 


blasphemy, contagion, desecrate, dimension door, unhal 
16 + spell level 

Spell Betrayal (Su): When casting a damage-dealing 
spell at a target or targets denied their Dexterity bonus to 
AC, Tyralandi can deal an additional +2d6 points of 
damage. 

Summon Minor Demon (Sp): Tyralandi can summon a 
5-HD or less demon once per day. This ability functions as a 
summon monster spell cast by a 1Sth-level caster 

Druid Spells Prepared (6/6/6/s/3/2, bi 
+ spell level): 0 


se save DC = 17 
detect magic, flare, guidance, mending, pre 


cure light wounds 


serve organ®, read magic; 1st entangle 


magic fang, obscuring mist, spider hand®; 2nd—bull’s strength 


endurance, flaming sphere, lesser restoration x2, produce flame 
3rd—cure moderate wounds, greater magic fang, serpents of Theg: 
geron", spike growth, violated flaming sphere; 4th—claws of the 
savage”, flame strike, violated call lightning; Sth—power leech’ 
wall of thorns, 

Note: If you're not using the Book of Vile Darkness, feel free 


to substitute spells from other products for the spells 


ar eR ESE SEEN Honan 


NEW MAGIC 
MASOCHIST 
These mithril and darkwood bracers seem innocent enough 
until the inside surface is examined. This surface is studded 
with spikes, hooks, and razors. When adorned, they dig into 
the flesh of the wearer, causing intense pain and stunning 
the wearer for 1d4 rounds after the bracers are donned. If 
the wearer is a masochist or sado-masochist, the magic of 
these bracers activates once this period ends; otherwise, 
the bracers pop open and drop off. 

When worn by a masochist or sado-masochist, the brac- 
ers heighten the victim's senses for pain and pleasure, and 
use this energy to help sustain the wearer’s life. Every time 
the wearer suffers damage from a physical source, up to 2 
points of damage are instantly converted into subdual dam- 
age. Thus, if the wearer takes 8 points of damage from a 
sword strike, she actually takes 6 points of damage and 2 
points of subdual damage. Self-inflicted wounds are not 
affected by this power. 

In converting damage, the bracers transform the wear- 
er's pain into visible light, causing her wounds to glow as if 


ITEM 


BRACERS OF THE 


marked with an asterisk. 


Possessions: 1 keen raper 


lamered mithril breastplate 


g of wisdom +4 (as periapt of wisdom +4), ring of protection +2, 


racers of the masochist, necklace of prayer beads (smiting), flesh 


ring of scorn, fangs of the vampire king tattoo, cure light wounds 


tattoo 2, lesser restoration tattoo, cure moderate wounds tattoo 
caster level 9th 

Tyralandi’s mother was raped and left for dead by an 
incubus nearly 100 years ago. Her mother recovered from 
the assault, only to die in childbirth when Tyralandi clawed 
her way out of the womb. Even as an infant, Tyralandi 


proved to be more than capable of providing for herself. As 


she grew older, she quickly found that her abilities were far 


more potent than the other denizens of the pastoral forest 
she lived in, so she wasted no time twisting those denizens 
and the forest itself to her will. After several decades, she 
grew bored with her empire and abandoned it to rot in 
search of something new. 

She found Graz’zt. Impressed with her beauty and cruelty 
Graz'zt offered her power and demonic grace if she would 
simply consent to become one of his Thralls; Tyralandi 


agreed instantly and hasnt regretted a day of it. She has com 


pleted numerous missions for the Dark Prince, including the 
assassination of several worshipers of Demogorgon. The cur 
rent mission to destroy Porphyry House is the greatest one 
he has entrusted her with yet, and she desperately wants to 
prove that he didn't make a mistake in making her a Thrall. 

Tyralandi is a gothic, haunting beauty, with nearly white 
skin, shoulder-length, straight black hair, ravenlike wings, 
red vestigial horns on her brow, talons on her dainty finger 
tips, and a prehensile tail, Blue, red, and black tattoos of 


arcane runes and coils of barbed vines adorn her back, 


with faerie fire (although the wearer isn’t treated as if under 
the effects of a faerie fire spell). In addition, the wearer can 
use the bracers to activate one of three spell-like effects by 
inflicting self-inflicted wounds. First, the wearer can mani- 
fest a light spell by inflicting 1 point of damage on herself. 
By inflicting at least 5 points of damage on herself, she can 
create a searing light spell. This power can be activated up 
to three times a day. Finally, she can trigger a sunburst by 
inflicting a coup de grace (which does not have to be suc- 
cessful) on herself; this power can be activated once per 
day. In addition, the sunburst activates automatically if the 
wearer is killed. This sunburst is centered on the wearer, and 
although it does not affect her, it might well affect any allies 
in range. All three of these powers function at the 15th level 
of effect 

Healing magic does not mix well with these bracers. If 


the wearer receives any magical healing while wearing these 
bracers, she becomes nauseated for 1d6 rounds. 

Caster Level: 15th; Prerequisites: Craft Wondrous Item, 
light, sunbeam, sunburst, creator must be a masochist or 
sado-masochist; Market Price: 65,000 gp; Weight: 1 Ib: 


shoulders, midriff, wings, arms, legs, and ankles. She tends 


to wear little apart from her glamered breastplate (which 


she alters to appear as a rainbow-feathered cloak), her magic 


jewelry (including the flesh ring of scorn pierced through her 


left nipple), her bracers, and her tattoos. 


Since Tyralandi is a sado-masochist, she has already lost 


1d3 x 10% of her total hit points to self inflicted wounds 


when she is encountered. Tyralandi gains a +4 circumstance 


bonus on saving throws against pain effects, She also gains a 
+1 circumstance bonus on attack and damage rolls, skill 


checks, and saving throws for the next round if she ever 


inflicts or takes 13 points of damag 


VILE FEATS 

Many of the NPCs in “The Porphyry House Horror” pos 
sess feats found in the Book of Vile Darkness. They have 
been reprinted here and on page 83 for your convenience. 


RESISTANCE [GENERAL] 
By making a deal with an evil power, your character makes 
himself even more resistant to magic 

Prerequisite: Any evil alignment 

Benefit: If your character already has an innate spell 
resistance, he gains a +2 profane bonus to his existing spell 
resistance score. 


EVIL BRAND [VILE] 

Your character is physically marked forever as a servant of 
an evil power greater than herself or as a villain who does 
not care who knows that she seeks only death, destruction, 
and misery for others. The symbol is unquestionable in its 
perversity, depicting a depravity so unthinkable that all who 
see it know beyond a doubt that the bearer is forever in the 
sway of the blackest powers. 

Benefit: Evil creatures automatically recognize the sym 
bol now emblazoned upon your character as a sign of her 
utter depravity or discipleship to a powerful patron, 
although the specific identity of the patron is not revealed. 
She gains a +2 circumstance bonus on all Diplomacy and 
Intimidate checks made against evil creatures 


MALIGN SPELL FOCUS [GENERAL] 
Your character's magic spells with the evil descriptor are 
more potent than normal due to a deal she makes with an 
evil power. 
Prerequisite: Any evil alignment 
Benefit: Add +2 to the DC for all saving throws against 
your character's spells with the evil descriptor. 


SACRIFICIAL MASTERY [VILE] 
Your character is skilled at offering living sacrifices to evil 
gods or fiends. 

Prerequisite: Wis 15+ 

Benefit: Your character gains a +4 profane bonus on 
Knowledge (religion) checks made when performing a 
sacrifice 
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_______ PORPHYRY. HOUSE 


Not including its prostitutes, Porphyry House is staffed 


entirely by yuan-ti cultists of Demogorgon. Daytime is Por 
phyry House's down time; yuan-ti servants clean the place, 
feed the “employees,” prepare for any events being held that 


night, and rest. The House opens for business at sunset. At this 


time, the place becomes crowded rather quickly 
entertainment at Porphyry House isn't cheap, but it is popular 
The prices help insure that vagabonds and street trash stay out 

Walls: The walls of Porphyry House, both inner and 


outer, are made of solid porph 


Normal: Without this feat, a character who performs a 
sacrifice makes a normal Knowledge (religion) check mod 
ified as described in Chapter 2 of the Book of Vile Darkness. 


TATTOO MAGIC [ITEM CREATION] 
You can crate tattoos that store spells 

Prerequisite: Craft (calligraphy) or Craft (painting) skill, 
spellcaster level 3rd+ 

Benefit: You can create single-use magic tattoos. 

You can create a tattoo of any spell of 3rd level or lower 
that you know and that targets a creature or creatures. 
Creating a tattoo takes 1 hour, and it must be inked onto a 
creature with a corporeal body. When you create a tattoo, you 
set the caster level. The caster level must be sufficient to cast 
the spell in question and no higher than your own level. The 
base price of a tattoo is its spell level x its caster level x 50 
gp. To create a tattoo, you must spend 1/25 of this base price 
in XP and use up raw materials costing half this base price. 

When you create a tattoo, you make any choices that you 
would normally make when casting the spell. The bearer of 


the tattoo is the only one who can activate it and is always 
the target of the spell. Activating a tattoo requires the crea 
ture to touch the tattoo with either hand (the hand does not 
need to be empty), Activating a tattoo is a standard action 
that does not draw an attack of opportunity, 

Any tattoo that stores a spell with a costly material com: 
ponent or an XP cost also carries a commensurate cost. In 
addition to the costs derived from the base price, you must 
expend the material component or pay the XP when creat- 
ing the tattoo. 

Normally a magic tattoo uses a magic item space on the 
creature's body. For example, a creature with a tattoo on 
one of its hands could not gain the benefits from a magic 
glove on that hand. Likewise, a creature with a magic tattoo 
on its back does not receive the benefits of a magic cloak, 
cape, or mantle. In effect, the magic tattoo is always the 
first item “worn” on that part of the body, negating the 
effects of all other items. A tattoo can be created that does 
not use a magic item space, but the base price of such a tat- 
too is double the normal value. 

A magic tattoo can be erased with an erase spell as if it were 
magic writing. Failing to erase the tattoo does not activate it. 
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Ground Floor 


Inner and Outer Walls: 3 ft. thick; hardness 8; hp 
540; Climb DC 25. 
Doors 


Doors are made almost universally of wood 
carved with erotic and suggestive scenes. The doors are 
slightly thicker than normal to prevent noise from spilling 
from chamber to chamber. Every door is equipped with a 
good lock, although most chambers are left unlocked. 

Inner Doors: 3 in. thick; hardness 5; hp 30; Break D¢ 
23; Open Lock DC 30. 

the front doors are made of gilded iron and locked with 
an amazing lock. 

® Front Doors: 8 in. thick; hardness 10; hp 240; Break 
DC 28; Open Lock DC 40. 

Light: Most of the chambers are lit by softly glowing con 
tinual flames cast on gilded lamps or wall sconces. 

The walls are decorated with hanging red and blue cur 
tains, or risqué paintings, Erotic statuary stands in most 
available nooks and corners. All of these works of art are 
somewhat valuable; a particularly greedy party of four could 


clear out all the statues and paintings in a little more than a 


day's work, providing there is no one to stop them; the total 
collection is worth 5,000 gp and weighs about 1,000 pounds. 
Certain art objects in some rooms are mentioned specifi 
cally in the room descriptions; these treasures are not part of 
this total number 

The floors of the entire building are carpeted with deep 


around 


soft carpet laid over a bedding of padding; walking 
in Porphyry House isa little like walking on a very firm bed. 
Although there are no windows in Porphyry House, ventila 
tion is maintained through a series of cleverly hidden air 


vents about an inch in diameter; these vents are at floor level 


Second Floor 


in most rooms. The yuan-ti can use these vents to move from 
room to room with ease if they assume the form of a Tiny 
viper. Moving from one room to another on the upper floors 
takes 2d4 rounds. 

The majority of the denizens of Porphyry House are yuan 
Next in 


ti purebloods—sixteen of them lair in the brothel 


rank are the Porphyry House guards, of which there are 


eight. Three Porphyry House madames oversee them, and 
they in turn report to Wulvera. Three yuan-ti abomination 
clerics live in the chambers near the temple, but they never 
venture up into the upper floors. All of the pureblood and 
halfblood yuan-ti use their Disguise skills to appear human 
or elven. In addition, several other deadly creatures lurk in 
the far corners of the structure 

Obviously, a frontal assault on Porphyry House is an exer 
cise in suicide. A far more productive route is to infiltrate 
the House, either secretly or posing as prospective cus 


tomers. Once inside, a stealthy or diplomatic party can 


explore much of the ground and upper floors with little 
opposition. And once they manage to penetrate the depths 
of Porphyry House, where many of the rank and file yuan-ti 
fear to go, combat is likely to become less overwhelming, 
Tyralandi's assistance should help the party, should they ally 
with the half-fiend nymph. Dont let the PCs rely too heavily 
on her aid, though; she might be unreasonably cooperative 
foran evil outsider, but she's not quick to volunteer her help, 


rous situations. 


especially in da 

Unless a character is obviously good-aligned, there is 
little reason for the staff of the Porphyry House to suspect 
anything when the party arrives. If they've already made 


clear an intention to burn the place down, the PCs might 
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need to make several Bluff or Disguise checks. Certainly 
Bluff checks are in order if they are caught somewhere they 
arent supposed to be. If the party knows that demon’s breath 
is being manufactured somewhere in the house, they might 
try posing as interested clients who would like to purchase 
some of the drug. Unfortunately, this tactic immediately 


alerts Wulvera that something fishy is going on. If Walve 


realizes thar troublemakers are loose in the House, she 
retreats to the underground chambers and prepares to 
defend them, leaving the defense of the upper floors to her 


underlings 


1. PORPHYRY HOUSE ENTRANCE (EL 10) 
‘This elegant, squarish, two-story structure is constructed 
of dark purple and mauve porphyry. Four minarets rise 
from each of the building's four corners, and a central 
dome serves as a roof. The fagade is decorated with sev- 


eral statues, bas-reliefs, and other carvings of handsome 


men and beautiful women striking lewd poses or 
engaged in various carnal activities. 

filled with 
pirates, thugs, street performers, and other lowlifes, haw 


‘The building looms over a crowded open are 


ing their illicit wares, getting in fistfights, and otherwise 
causing trouble. None of them approaches the building 
itself too closely, which makes the surrounding slovenly 


wood shacks and weathered, one-story stone buildings 


look even mote ramshackle than they actually are. A pair 
of human guards—one male, one female, both quite 
attractive—stand before a pair of golden doors. The 
guards are dressed in purple ceremonial full plate, which 


is both form fitting and reveals far more skin than would 


VILE FEATS (CONTINUED) 
The remaining feats from non-core sources are reprinted 
here, 


THRALL TO DEMON [VILE] 

Your character formally supplicates himself to a demon 
prince. In return for his obedience, your character gains a 
small measure of power. 

Benefit: Once per day, while performing an evil act, your 
character may call upon your demonic patron to add a +1 
luck bonus on any one roll 

Special: Once your character takes this feat, he may not 
take it again; he may not be the thrall of more than one 
demon. Nor may he take the Disciple of Darkness feat. 


VILE MARTIAL STRIKE [VILE] 


Your character can focus evil power into her weapon blows. 

Prerequisite: Cha 15+, Weapon Focus. 

Benefit: Each time your character deals damage with a 
specific kind of weapon, she deals 1 additional point of vile 
damage. Vile damage can be healed only by magic case on 
consecrated or hallowed ground. 


seem practical. Their helmets are porcelain white masks 


of beautiful and handsome human faces, and they wield 


halberds. The doors themselves are 15 feet tall, golden, 
and detailed carvings on their faces depict a frenzied orgy. 


During the day, the doors are kept locked with amazing 
locks (DC 40), and the two guards make sure no one messes 
with them, The doors are actually made of stone and painted 
with gold paint. At night, the doors remain closed but are 
unlocked. The building itself is unique in that it possesses 


no windows or side entrances except for the front doors 


aitenees Kn yonewho appasackes too clasaly (witli 
20 feet) is accosted by one of the guards, who demands to 
know what the character's business is, They allow anyone 
seeking companionship or entertainment to pass, as long as 
the person pay an entrance fee of 10 gp per person. 
Porphyry House Guard, Male and Female Yuan-ti 


Pureblood Ftr3: CR 8; Medium-size Monstrous 
Humanoid; HD 6d8+12 plus 3d10+6; hp 62; Init +6; Spd 30 
21, touch 14, flat-footed 20; Atk 
t halberd); SA spell-like abil 


8, Will +9; Str 


ft. (20 ft. with armor); AC 
+14/+9 melee (1d10+5/crit x3, 
ities, psionics; SR 16; AL CE; SV Fort +7, Ref 
17, Dex 14, Con 14, Int 18, Wis 16, Cha 19. 
Skills: Climb Hide 


9, Knowledge (religion) 49, 


7, Concentration +11, Disguise +4 


+3°, Jump 47, Knowledge (local 
Listen +14, Spot +14. Feats: Alertness, Blind-Fight, Dodge, 
Expertise, Improved Disarm, Improved Initiative, Thrall to 
Demon (Demogorgon) (vile feat), Weapon Focus (halberd 
Yuan-ti using chameleon power receive a +8 circum 
stance bonus to Hide checks, and yuan-ti purebloods receive 


2.45 racial bonus to Disguise checks when impersonating a 


Special: Your character may take this feat more than 
once, selecting a different weapon each time 


METH 
Your character can transform your spells into evil spells, 
and the wounds they inflict are tainted with the foulest evil 

Prerequisite: Any evil alignment 

Benefit: This feat adds the evil descriptor to a violated 
spell. Furthermore, if the spell deals damage, half of the 
damage dealt is vile damage. For example, a violated light: 
ning bolt cast by an 8th-level wizard deals 8d6 points of 
damage: 4d6 points of electricity damage and 4d6 points of 
vile electricity damage (but creatures immune to electricity 
take no damage). Thus, half the damage dealt by the spell 
is very difficult to heal. The violated spell uses up a spell 
slot one level higher than the spell’s actual level. 


MAGIC 


W NG 


TLL EFORM 


Through scarification, self-mutilation, and supplication to 
dark powers, your character intentionally mars her own body. 

Benefit: You character gains a +2 deformity bonus on 
Intimidate checks 
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human. Armor check penalty has already been factored in to 
relevant skills 
Possessions: +1 glamered full plate, +1 halberd, gauntlets of ogre 


old. 
Development: If the party attacks Porphyry House and 


power, pouch with 30 g 


then retreats, Wulvera orders the House closed for the 


immediate future and steps up her plans. Now, instead of 


sacrificing the participants of a Porphyry House orgy, she 
wants to sacrifice the party. A day after the attack, Wulvera 
abandons the upper floors of the house and relocates her 
minions to the dungeons below. She hopes to lure the party 
back into the House to sacrifice them. She sets guards to 
watch and wait for the party to return to the House, and 
once they are in its depths (probably looting), she has one of 
her clerics use the wand of stone shape from area 19 to close 
off the exit, sealing the party in the building. After this, she 
begins sending her minions up in groups to ambush and 


hopefully subdue or capture the party 


2. FOYER (EL 9) 
This huge chamber is lit with numerous crystal chande- 
liers with continual flames. The walls are covered with 
purple and red curtains, and a large collection of erotic 
paintings. Similarly themed statues stand in various 


and a set of si 


places along the walls, x large fountains 
with burbling, cr 


the room. Twin gardens, complete with small trees, flank 


al clear water dominate the edges of 


a domed archway to the south. The center of the room is 
taken up by large banquet tables 


During the evening, 4d6 customers of various types mill 
about this room, waiting to be invited into the antechamber 
to the south by one of the madames, The mood in this crowd 
is one of expectant tension. Four servers dressed in silks and 


veils weave about the room, delivering appetizers and 


drinks among the tables to keep the customers from getting 
too riled up. Every few hours, one of the madames appears 
in the archway to the south, allowing those who have been 
waiting into the antechamber and letting previous guests 


file out into this room to leave. 


Creatures: The four Porphyry House servants are all 
pureblood yuan-ti, and as they serve their guests, they listen 
and watch to make sure no one in the room is here to cause 
trouble. The customers are nothing more than tst-level war 


riors, and if a fight breaks out they joyously join the fray. The 


servants flee through the arch to the south, unwilling to 
expose their true natures in front of so many guests. 

@ Yuan-ti Purebloods (4): hp 27 each; Monster Manual 
190. 

# Randy Guests, Male and Female Human Wart 
(4d6): CR 1; Medium-size Humanoid; HD 1d8+1; hp 8; Init 
+0; Spd 30 ft; AC 12, touch 10, flat-footed 12; Atk +2 melee 

1d6+1, club or shortsword); AL NE; SV Fort +3, Ref +0, Will 

t; Str 12, Dex 10, Con 12, Int 10, Wis 8, Cha 11 


Skills: Intimidate +4, Ride +4, Swim +5. Feats: Improved 


Unarmed Strike, Tou 


ness. 


Possesstons: leather armor, club or shortsword, 3d10 gp. 


3. ANTECHAMBER (EL 10) 

The architecture of this room is breathtaking. Twin pools 
stand in the center of a circular room with a vaulted ceil- 
ing that is open to the floor above. A twin pair of stair- 
cases arc gently up to this upper floor to the south, and a 
second pair of burbling fountains sit in alcoves around 
the corner to the left and right. But the most shocking 
sight in the room are the ten porphyry statues that stand 


around the perimeter; each is a nude sculpture of a 9-foot- 


tall beautiful woman or handsome man, and as you watch 
the statues animate with fluid motions, caressing their 
bodies and motioning to you invitingly. 


When a madame leads a new batch of customers in from 
the foyer, she splits the group in two and has them file around 
the room and into the registration rooms to the east and west 
The water in the fountain is pure and refreshing, The door to 
the south is kept locked with a good lock (Open Lock DC 30). 


Creatures: The ten statues are large animated objects 


designed to allure and excite guests. If a guest requests it, 
any of the statues are available for companionship, although 
these are considered special requests and must be fulfilled 
upstairs. At Wulvera's command, these statues can be 


ordered to attack any non-yuan-ti they encounter 


2 Animated Porphyry Statues (10): CR 3; Large Con: 
struct; HD 4410; hp 22; Init +0; Spd 30 ft; AC 14, touch 9, 


flat-footed 14; Atk +5 melee (1d8+4, slam); § 
hardness 8; AL N: SV Fort +1, Ref +1, Will -4; Str 16, Dex 10, 
, Wis 1,Cha1 


Q construct, 


Con —, Int 


4. REGISTRATION ROOMS 
Guests are brought into these luxuriously appointed offices 
and seated on benches. One at a time, they are brought to 


the table where they are interviewed and registered in the 


Porphyry Book by one of the madames. The registration 
includes several personal questions such as the guest's 


name, address, sexual preference, a brief personal history, 


and a description of the type of companion they are looking 


for; characters who wish to provide false information must 
make a successful Bluff check. Anyone caught lying is 
escorted out of the House. 


Companionship with one of the House's standard enter- 


tainers costs a mere SO gp per hour, while special requests cost 
much more. If a character has a particular special request, a 
Diplomacy check opposed by the madame’s own Diplomacy 
check is required to have the request granted, at which time 
the guest is led upstairs to Special Registration (area 28). 

The stairway leads up to a small observation deck in one 


of the minarets; these observation decks are not manned. 


5. STANDARD GUEST ROOMS 


yry House has twenty standard guest rooms, each of 


Porph 


which is inhabited by a man or a woman apparently ready to 


please his or her guest. None of these men or women ate talk: 


ative or especially creative, but they are all quite accommodat 


ing. One of Porphyry House's main draws is the fact that there 


always seems to be just the right kind of companion for a vis 


itor; the reason behind this is simple and disturbing, 


During registration, a yuan-ti pureblood waits in a secret 


hall that connects all of these chambers with the Registra 
tion Rooms to the north. The yuan-ti listens in on the con: 


ve 


ation, and when the guest indicates what they're look 
ing for, the yuan-ti scurries off to the next available room 
and uses its polymorph other ability to transform the rooms 
occupant into the appropriate form. Of course, if a person's 
request can be filled by the current form of one of the enter 


Each of these rooms contains a docile and 


tainers, no polymorphing is nee 


Creature 
accommodating man or woman who is, in fact, a polymor 
phed creature of some sort. Mostly former harpies and 
gulguthydras, the yuan-ti still keep a few wolverines around 
as well; not as personable as trained gulguthydras or harpies, 
they remains easy to control and are quite susceptible to 
polymorphing. The creatures are horribly confused by the 
constant polymorphings, and all they know is that if they 
pleasure their guests well (the only action in their lives that 
has any consistency), they are rewarded with rest and good 
food, So they do their best 


Treasure: All of these polymorphed creatures wear slave 


rings so Wulvera can send messages to them or punish them 
as needed, As long as the creature's new form is humanoid, 
the rings do not polymorph with them, Slave rings are detailed 
in the Book of Vile Darkness. They can only be removed by the 
owner of the master ring, who can use a sending on anyone 
wearing a slave ring at will. In addition, the wearer of the 
master ring can (as a free action) deal 3d6 damage to the 


wearer of a slave ring. 


6. POLYMORPHING PASSAGEWAY 

CEL 10) 

These secret passageways are used by yuan-ti purebloods to 
gain access to the guest rooms as needed to prepare for new 


customers. During business hours, five purebloods lurk in 


each of these hallways. 
 Yuan-ti Purebloods (5): hp 27 each; Monster Manual 


190. 


7, ORGY REGISTRATION 
Porphyry House often holds invitation-only orgies for their 
most dedicated and adventurous customers in the large 
room beyond these rooms. These two rooms are used to 
make sure that only invited guests are attending 

The staitway leads up to a small observation deck in one 


of the minarets; these observation decks are not manned 
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the doors leading into the orgy hall (area 8) are arcane 


lockec 
locks require a DC 50 Open Locks check to bypass. 


f their normal, amazing quality locks. These 


on top 


8. ORGY HALL (EL 6+) 
This massive hall is dimly lit by glowing tiles in the ceil- 
ing and a set of four braziers around a large pool of water. 
Several other pools of heated water bubble away to the 
south, and dozens of large cushions lie strewn about the 
room, To the north a short balcony overlooks the room, 
beyond which you can see a bank of several tall mirrors 
The room smells of sweat and deeper, muskier odors 


This is where Porphyry House hosts its orgies. The next 
orgy scheduled to take place is sometime in the near 
future—it is at this event that Wulvera intends to make her 
sacrifice to Demogorgon. In preparation for that event, she 
has had the three doors leading into this room enchanted 
with arcane locks to augment their already amazing locks; the 
DC to pick these locks is DC 50. The mirrors to the north are 
actually two way, allowing those in the observation hall to 
the north to watch. 

Trap: Wulvera intends to sacrifice nearly two dozen 
enthusiastic customers in this room via a terrible poison 
called mindlure powder. The bulk of the poison is an inert 
very fine white powder that she has sprinkled liberally on 
the carpet and in the cushions in the room. If the carpet ot 
cushions are disturbed in any way, the powder quickly dis 
perses into the air. A Spot check (DC 30) alerts a person to 
the fine particles in the air 
red at any time 


Once the poison is in the air, itcan be trig 


by the casting of any spell with the Evil descriptor. Wulvera 
intends to have her succubus minion Wilarue take part in 
the orgy, and when the time is right she is to cast unholy 
blight. This won't hurt any of the evil guests in the room 
although it might harm some of the entertainers), but it acti 
vates the poison. Without such a spell, the dust is harmless. 

Anyone in contact with the poison must make a Fortitude 
saving throw (DC 20) or suffer 3d6 points of initial and sec 
ondary Wisdom damage. The poison is designed to keep its 
victims conscious, though, and as a result it cannot drain a 
person below 1 Wisdom, 

+ Mindlure Powder Trap: CR 6; poison 3do initial 
Wisdom damage, 3d6 secondary Wisdom damage; Fort save 
Disable Device (DC 30). 
Development: The poison becomes inert a minute after 


resists (DC 20); Spot (DC 20 


the secondary damage applies, at which time Wulvera and 
her three abomination yuan-ti priests enter the room with 
their supply of demon’ breath drug. Wilarue then casts 
charm monster on each of the victims, and leads them up to 
Wulvera one at a time to die under Demogorgon's Tooth. Her 
total Knowledge (religion) bonus is +25 once she casts sacrifi- 
cial skill; she must make a check for each victim (there are 


twenty victims in all). The DC for the check is 35, so success 
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is guaranteed if Wulvera takes 10 (which she can do if she 
isn't distracted). Each successful sacrifice grants her 105 
‘dark craft” experience points. In order to enhance the 
demon’s breath drug so that its effects are permanent and far 
reaching ona city scale, she must accumulate 1,250 dark craft 
experience points within 30 minutes. If she is successful 
consult the “Conclusion” section to determine the effects 

See the Book of Vile Darkness for more information on dark 
craft experience points. If you're not using the Book of Vile 
Darkness, it's safe enough to say that without her twenty vic 


tims, Wulvera’s ritual can't succeed, 


9. OBSERVATION ROOM 
This room is used by customers who wish only to observe 
the orgies that take place to the south. When she prepares 
her sacrifice, Wulvera and her yuan-ti abomination min: 
ions also lurk within this room until the time for their 
entrance 

The doors leading south into the orgy hall (area 8) are 
avcane locked on top of their normal, amazing quality locks 


These locks require a DC 50 Open Locks check to bypass. 


10. MEETING ROOM 


These rooms are used to meet with visitors who have busi 
ness other than pleasure in Porphyry House. If the party 
claims to have spiderlily extract, one of the House madames 
agrees to meet with the group (along with two guards) here. 


She's authorized to pay 2,500 gp for the delivery, and she 


throws in a night of freebies in a special request room 
upstairs if any of the party members are interested. Anyone 
who decides to stay the night in Porphyry House is paired 
with Wilarue, who does her best to pry as much information 
from her partner as she can, especially concerning the PCs 
source for the spiderlily extract and where they heard about 


Porphyry House's demand for the substance 


1]. KITCHEN (EL VARIABLE) 
This room is staffed by a pair of yuan-ti purebloods who pre 
pare food and drinks for guests; most of the cooking and 


e the 


preparation happens during the afternoon just befo 
House opens. During this time, there can be as many as 
eight purebloods in here. 

2 Yuan-ti Purebloods (2-8): hp 2 
Manual 190. 


ch; Monster 


12. ENTERTAINER PREPARATION 
This room is where the yuan-ti prepare newly captured and 
polymorphed creatures for servitude in Porphyry House. 


Ideally, the new addition has long since been broken and 


trained in the chambers below. This room also serves as a 
place for the yuan-ti to rest and relax during the night; there 
is a 20% chance that 1dé6 yuan-ti purebloods are lounging in 
here during this time. 


The trap door in the southeast corner of the room is 


hidde 


by carpeting; a Search check (DC 25) is required to 
find it. It is kept locked and leads down to area 39. 

Secret Trap Door: 3 in. thick; hardness 5; hp 30; Break 
DC 23; Open Lock DC 30. 


13. STORAGE 


These rooms store a var 


ty of food, firewood, linens, cloth: 


ing, cheap alcohol, utensils, tools, and other pieces of mis- 


cellaneous gear. There is nothing of real interest in any of 


these storage rooms 


14. WORKROOM 


Two tables sit in this room; each is covered with a variety of 
tools and devices for mending fabric or repairing furniture. 


The tools look well used but otherwise unremarkable. 


15, WELL ROOM 
This well drops 30 feet into a pool of fairly brackish saltwa 
ter. The drawing of water from the well is a daily chore for 


the yuan-ti; it must be purified before it can be used. 


16. DOCUMENTS AND LIBRARY 

These rooms store both idle reading material for the yuan-ti 
to relax with, as well as exhaustive records of their guests 
None of the records have any indication that Porphyry 
House is anything other than a well-managed and profitable 
brothel, although the documents make for interesting read 
ing; it seems that the yuan-ti keep records on everything their 


customers ask for 


17, TEMPORARY CELL 

Troublemakers that can't or won't be escorted out are over 
powered and then imprisoned in manacles in this room 
Prisoners are not kept here more than a day while Wulvera 
decides what to do with them: ransom them back to their 
friends, release them, transfer them to the more permanent 
cells below the House, or execute them. No prisoners cur 


rently reside here, although any PCs who are captured 


might be kept in a cell for a short while. 

The manacles are quite sturdy and of masterwork quality 
They are also each fitted with amazing locks. The secret door 
to this room is also fitted with an amazing quality lock 

Secret Door: 3 in. thick; hardness 5; hp 30; Search Dc 
30; Break DC 23; Open Lock DC 40. 

 Masterwork Manacles 
10; Break DC 28; Open Lock DC 40. 


1 in. thick; hardness 10; hp 


18. PORNOGRAPHY LIBRARY 
Although this room might look like any of the other 
libraries in the House, a cleverly hidden secret door sits in 


the south wall (Search DC 30 to find). The secret door is also 


locked with an amazing lock 
Secret Door: 3 in. thick; hardness 5; hp 30; Search DC 
30; Break DC 23; Open Lock DC 40. 


Treasure: Part entertainment, part research, the shelves 
of this library are well stocked with all manner of texts and 
tomes about sex. The collection is quiet extensive, and to the 


right buyer is worth 1,500 gp. 


19. WAND STORAGE (EL 4) 
Much of the work around Porphyry House is not done 
through manual labor, but through the magic of a collection 
of wands. The Porphyry House madames and Wulvera her 
self are the only yuan-ti who are allowed into this chamber 
The secret door leading to this chamber is locked with an 
amazing lock 
® Secret Door: 3 in. thick; hardness 5; hp 30; Search DC 
30; Break DC 23; Open Lock DC 40. 


Trap: This room has been enchanted so that if a non 


yuan-ti ever enters it, an alarm spell is triggered. This is a 
mental alarm that can be sensed by the Porphyry House 
madames and Wulvera. 

In addition, the chest itself is warded with a glyph of ward 
ing that triggers if a non-yuan-ti opens the chest. 

® Iron-bound Chest: 3 in. thick; hardness 5; hp 15 
Break DC 23; Open Lock DC 40. 

-* Glyph of Warding: CR 4; 2d8 cold damage in § ft. radius, 
Reflex save (DC 14) halves; Search (DC 28); Disable Device 
(DC 28). 

Treasure: The following wands are stored in the chest 
Two wands of continual flame (12 charges), a wand of cure mod 
erate wounds (28 charges), a wand of remove disease (7 charges), 
a wand of gentle repose (15 charges), a wand of stone shape (4 
charges), a wand of animate dead (10 charges), a wand of 
restoration (9 charges), and a wand of glyph of warding (3 
charges), 


20. GUARD BARRACKS (EL VARIABLE) 
These rooms are used by the Porphyry House Guards to rest 
and relax in; during the day all but one bunk in each room is 
occupied by sleeping guards; two guards stand duty out 
front and the third patrols the halls. Atnight, only one sleep- 
ing guard is found herein. The remainder are on patrol 
throughout the House. 

Creatures: These guards are identical to those that guard 
the front door. 

2 Porphyry House Guards: hp 62; see area x 


21. PUREBLOOD BARRACKS (EL 7) 
Eighteen yuan-ti purebloods live in these rooms, two to a 
double bunk. During the day, each room is full 70% of the 
time; otherwise they're empty. At night they're always empty 

Creatures: These more mundane guards comprise the 
standard yuan-ti denizen of the brothel 

 Yuan-ti Purebloods (2 per room): hp 27 
ster Manual 190. 


‘ach; Mon- 


22. INFIRMARY 


This is where the yuan-ti bring injured or sick entertainers 


The most common operations performed here are abor 
tions. The yuan-ti madames find fetuses delicious, and they 
eat them on the spot so they dont have to share with theit 


sisters, 


23. LANDING (EL 11) 


The stairs end ata large landing, dominated by a tall Por- 
phyry statue of a stern-looking bald woman wearing a 
robe. The statue seems a bit out of place when compared 
with the works of erotic art you have seen so far. 


This statue is more than a depiction of Wulvera; it is a dan 
gerous guardian that prevents the passage upstairs by 


anyone not guided by a yuan-ti 


Creature: The stone golem moves to intercept anyone 
who is not escorted by a yuan-ti. It does not attack unless it 


is attacked first or further efforts to bypass it are attempted 


Porphyry Stone Golem: hp Monster Manual 108. 


24. LECTURE HALL (EL 10) 
This dome-shaped room must be located directly under 
the central dome of the structure. The ceiling vaults to 
over 70 feet high in the center of the room, which con 


tains a depressed, stadiumlike bowl, Large potted plants 
and more of the strangely alluring animated statues of 


beautiful people are arrayed around the rim of the room. 


The majority of the yuan-ti in Porphyry House are not 
allowed to enter the underground level. Thus, when Wul- 
vera needs to address her cultists as a group, she does so in 
this room. Meetings are held on the 1st and 15th of every 
month; on these days the Porphyry House is closed. 

Creatures: The eleven statues around the edge of the 
room are all large animated objects. Unlike those found 
downstairs, these are programmed to attack anyone that 
enters the room unless a yuan-ti is present in the chamber 

2 Animated Porphyry 


for details. 


atues (x1): hp 22; see area 3 


25. SPECIAL REQUEST ROOMS 

This large room is exquisitely appointed with fine 
draperies, paintings, and statues, all with a theme of eroti- 
cism. A dresserand a table sit near the door, and against the 
opposite wall you see a large bubbling tub, an enormous 
pile of cushions, and between them, a huge canopied bed, 
A strange smell floats in the air, and as you breathe it you 
begin to grow a little light-headed and aroused 


These rooms are for elite guests of Porphyry House. Any 
request for companionship of any kind is fulfilled by the 
yuan-ti, who view these rooms as their pride and joy. Popu- 


lar special requests in the past have included requests for 
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multiple companions, dead companions (preserved with the 
wand of gentle repose), animated companions, companions of 
exotic species, outsiders, the companionship of the ani. 
mated porphyry statues, and companions that might have 


been resistant to the guest's advances but have been ch 


by yuan-ti to make them more agreeable. In truth, the type 
of entertainment to be found in these rooms is limited only 
by the imagination of the guest, although the more imagina: 
tive guests are asked to place their request several days in 
advance so the yuan-ti can arrange things. 


As with the chambers downstairs, a se 


ret passage allows 
the yuan-ti to observe activities in this room and to enter 
each chamber stealthily if necessary, The exact nature of the 
current guests in these chambers is left for the DM to detail 
although the above suggestions should provide spring 


boards for other encounters, 


The strange smell in the air is in fact incense steeped in 
mordayn vapor. The drug is too diluted to have any actual 
effects on those who breathe its fumes, apart from what is 


mentioned in the boxed text 


26. TORTURE CHAMBER 


Although at first glance this room looks to be a fairly 


standard, if well-supplied, torture chamber, closer inspe 


tion reveals the room for what it truly is. Padded mana- 


cles, silk ropes, containers of lubricant, and other similar 


mat uggest that the equipment in this room is used 


ia 
to produce pl 


ture as well as pain. 


Chis room serves as an additional special request room for 
guests of a sadistic or masochistic personality. Nonetheless, 
it can be used as a traditional torture chamber if Wulvera 
wishes to squeeze some information out of captured intrud: 
ers. All of the various torture devices detailed in the Book of 


Vile Darkness are available in this well-stocked room. 


27. WILARUE’S CHAMBER CEL 10) 


‘This room is extravagantly appointed, with a massive bed, 


bath, and copious amounts of cushions on the floor. A 
large workdesk, its surface cluttered with books and 
other objects, sits in the far corner. 


Unlike other rooms in this area of the House, this cham- 
ber is not normally offered to those who make special 
requests, for it is the personal chamber of a succubus by the 


name of Wilarue. 


Creature: Wilarue was once a minion of Graz’zt, but after 
being betrayed by an ally, a cultist of Demogorgon animated 
her as an undead minion. Wilarue has worked with Wulvera 
since Porphyry House was built, and she finds the place 
both relaxing and enjoyable; as long as Wulvera continues to 
respect her she has no intention of leaving 

Wilarue is a corpse succubus, and has the corpse creature 


template (described in the Book of Vile Darkness, although 


Wila 


pasty and yellow, her wings rotting, her hair falling out in 


ailed here). Her skin is 


rue’s specific abilities are de 


patches, and her eyes empty sockets swarming with beetles. 


She still enjoys tempting, raping, and killing mortals, and 
she uses her alternate form to appear more attractive at 
those times. She gets a kick out of assuming her natural 
form just before she slays her lover 

2 Wilarue, Corp 
Undead (ch: 


fly so ft 


Medium-size 


CR 10; 
HD 6d12; hp 39; Init +0; Spd 30 ft 


Succubu: 


aotic, evil 


clumsy); AC 20, touch 20, flat-footed 20; Atk +9 


melee (1d3+3, 2 claws) or 
lik 
damage reduction 20/+2, SR 14, tanar'ri qualities, alternate 
AL CE; SV Fort +7, Ref +7, \ 
Int 16, Wis 14, Cha 20. 


9 melee (1d6+4, 


lam); SA spell 


abilities, energy drain, summon tanar'ri; SQ undead, 


form, 


tongues; ill +8; Str 17, 
Dex 11, Con 

Skills: Bluff +11, Concentration +10 
+6, Hide 


Move Silently 


Disguise +11, Escape 


Artist +6, Knowledge (the planes) +9, Listen +16, 


6, Ride +6, Search +9, Spot +16. Feats; Boost 


Spell Resistance (vile feat), Combat Castir 


Includes the +4 bonus for Combat Casting. 


Possessions: cloak of resistance +2, ring of protection +1, potion of 
charisma, potion of hiding. 


A locked drawer in the desk (D¢ 


Treasure: 30 to open) 
contains a tightly tied pouch made of strips of human skin 
Inside are Wilarue’s private funds: 150 pp, an emerald (900 


gp). a black opal (800 gp), and a tourmaline (110 gp 


28. SPECIAL REGISTRATION 

Guests who successfully request something special are 
brought here for an extensive interview with a Porphyry 
House madame. On the surface, this interview is simply 
work out the exact details of the guest's request, In truth, itis 


ity for the yuan-ti to study their guest 


used as an opportu 
his is where the majority of the money is made in Porphyry 


House, so the yuan-ti like to make sure that they understand 


special requests as much as possible. Costs for special accom: 
modations vary wildly, but always cost at least 2,500 gp. Costs 
for spells such as gentle repose, grease, dominate person, animate 
dead, polymorph other, animate object, regeneration, magic jar, sim 
ulacrum, or anything else the guest requires increases this 
base cost by the standard amount for the spell being cast. In 
most cases, the yuan-ti must secure these spells from outside 
sources; this increases the cost of the entire total by 25%, or 
by 100% if the yuan-ti are forced to bring in an outside spell 


caster (which is the case for most sorcerer/wizard spells 


29. SECRET STAIRWELL CEL 4) 
The secret door leading into this room is locked. This stait 
well is the main entrance into the chambers below the Por- 


phyry House. They lead down to area 42 


Secret Door: 3 in. thick; hardness 5; hp 30; Search DC 
30; Break DC 23; Open Lock DC 40. 
Trap: The bottom step of the staircase is trapped with a 


glyph of warding, placed there using the wand from area 19. It 
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triggers when a non-evil creature passes over it 

(7 Glyph of Warding: CR 4; hold person at caster level sth. 

Will save (DC 14) negates; Search (DC 28); Disable Device 
DC 28) 

Treasure: The crates contain various alchemical sup. 
plies and equipment. Anyone with at least’s ranks in 
Alchemy knows that this particular collection 
seems to be specialized in the fabrication of 
drugs, In addition to the alchemical equipment and 
supplies, searchers find a box containing 50 doses of 
sannish, Sannish is worth 15 gp per dose; the total value of 


this stash is 750 gp 


30, GUARDIANS OF 
THE INNER CHAMBERS (EL 11) 


Both of these hallways are guarded by a%tgne g 


lem simi 
lar in shape and size to the one found in area 23 


The stone golems attack anyone who 


atures: 


enters the room without a yuan-ti escort é 
@ Porphyry Stone Golem: hp 77; Monster 


Manual 108. 


31. STOREROOMS 4 
These crates contain various costumes, tools, decora 
tions, and miscellaneous pieces of equipment and cos 


tume jewelry; these materials are used to decorate the spe 


cial request rooms as the House's guests require. 


32. MADAME 
CHAMBERS (EL 10) 


These thre 


rooms ate the private cham 
bers of the three Porphyry House 
madames. Not surprisingly, all three 
rooms are extravagantly decorated with 
artwork and valuable statuary 


plenty of rar 


es: During the day, there's an 80% chance that 
one of the Porphyry House madames is in one of these 
rooms resting. If caught off guard, the madame turns into a 
tiny Viper and tries to escape through one of the ventilation 
shafts to warn her sisters and Wulvera. 

Porphyry House Madame, Female Pureblood 
Yuan-ti Brd3/Clr1/Rgrt (3): CR 10; Medium-size Mon: 
strous Humanoid (6 ft. 5 in. tall); HD 7d8+7 plus 3d6+3 plus 
1d10+1; hp 58; Init pd 30 ft; AC 15, touch 14, flat-footed 
12; Atk +10/+5 melee (1d4+1/crit 17—20, +1 keen dagger) or 
+8/+3 melee (1d4+1/crit 17—20, +1 keen dagger) and +9 


melee (1d4+1, claw); SA spell-like abilities, psionics, bardic 
music, rebuke, 


control undead, two-weapon fighting ability 
favored enemy (humans); SQ bardic knowledge; SR 16; AL 
CE; SV Fort +8, Ref +11, Will +16; Str 10, Dex 16, Con 12, Int 
16, Wis 22, Cha 21 

Skills: Bluff +12, Concentration +10, Diplomacy +10, Dis- 


guise +5, Gather Information +12, Hide +9*, Knowledge 


(local) +8, Knowledge (religion) +8, Listen +17, Perform 


89 


(Ballad, dance, drama, flute, harp, 


melody,” siorytelling) +12, Profession 


madame) +13, Spot +17. Feats: Alertness, Blind 


Fight, Dodge, Expertise, Impreved Initiative, Thrall to 
Track, 


Yuan-ti using chameleon pow 


Demon (Demogorgon) (vile feat 


+8 circum 


receive 


stance bonus to Hide checks, and yuan-ti purebloods 
receive a +5 racial bonus to Disguise checks when imper 
sonating a human. 

Cleric Spells Prepared (3/4, base save DC = 16 + spell level 
0—create water, guidance, slash tongue; 1st—command, cure 
light wounds, demonflesh*’, heartache*, slow consumption’ 

Note: If you're not using the Book of Vile Darkness, feel free 
to substitute spells from other products for the spells 
marked with an asterisk. 

Domain Spell. Domains: Corruption (may ignore the 
hardness of an attacked object once per day), Demonic 
gains +1 divine bonus on attack and damage rolls when 


fighting unarmed 


el): 


2 lights, mage hand, mending, open/close, prestidigita 


Bard Spells Known (3/3, base save DC = 15 + spell le 


0. 


tion, read magic; A—charm person, silent image, unseen servant 
Possessions: +1 keen dagger, ring of protection +1, potion of love 


2, potion of glibness, Heward's Handy Haversack, bracers of 
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armor +1, agony (2 doses), Mordayn Vapor (2 doses), 1,000 gp 
in jewelry, Porphyry House lesser master key (opens all 


locks on the first floor of Porphyry House 


33. HOUSE TREASURY (EL VARIABLE) 
This plain, bare room is uncarpeted and only a single con- 
tinual flame torch lights it. A pair of huge sturdy locked 
chests sit against the opposite wall. 


Creature (EL 6): This room is guarded by a personal 
well-loved pet of Wulvera’s: a fiendish half-dragon huge 
viper. The creature wears a ring of sustenance on one of its dra 
conic claws, but Wulvera still enjoys feeding it the bodies 
that occasionally pop up in Porphyry House. 

@ Advanced Fiendish Half-green Dragon/Huge 
Viper: CR 6; Huge Dragon; HD 6d10+12; hp 45; Init +4; Spd 
20 ft., climb 20 ft., fly 20 ft. (average, not at all in this room), 
swim 20 ft; AC 19,touch 12, flat-footed 15; Atk +11 melee 


(2d6+4 and poison, bite) and +6 melee (2d8+2, claws); SA 
poison (DC 13, initial and secondary damage 1dé Con 

smite good 1/day (+6 damage vs. a good foe), breath weapon 
(30 ft. long cone of gas, 6d6 acid damage, Reflex save DC 17 
halves); SQ scent, darkvision 60 ft., low-light vision, 
immune to sleep and paralysis, immune to acid, cold and 
ce 10, DR 5/+4; SR 12; AL NE; SV Fort +7, Ref 
+9, Will +3; Str 18, Dex 19, Con 15, Int 5, Wis 12, Cha 4 


Skills: Balance +16, Climb +15, Hide +4, Listen +9, Spot +9. 


fire resista 


Feals; Weapon Focus (bite). 

Possessions: ring of sustenance 

Trapped Chest: hardness 5; hp 15; Break DC 23; Open 
Lock DC 40. 

Trap (EL 5): The front door and both chests are locked 
with amazing quality locks. Additionally, each chest is 
trapped with a small sprayer that fills the room with ungol 
dust if the chest is opened. 

-/" Ungol Dust Vapor Trap: CR 5; all targets in room, 
onset delay (2 rounds); poison (Fortitude save DC 15 resists, 
1 Cha/1d6 Cha + 1 Cha [permanent drain]; Search (DC 20) 
Disable Device (DC 16. 


Treasure: The treasure stored in the chests consists of a 
fair portion of Porphyry House's income, although the bulk 
of the temple's treasure is kept below in Demogorgon’s 
temple. The left chest contains 40,000 sp, and the right chest 
contains 2,000 gp and 300 pp, all sorted in 100 coin bags 


34, ARATHANTHUS’ STUDY (EL 14+) 
This room, unlike most of the others you have seen so far, 
is quite tastefully decorated. It is a comfortable looking 
study, with comfortable chairs, several bookshelves and a 
writing desk 


Arathanthus, the orlath demon sent to provide assistance 
and observe Wulvera’s progress, uses this room to meet with 


visitors or other yuan-ti. He assumes human form to do so. 


Creature: There is only a 10% chance Arathanthus is 
present when this room is entered; otherwise he can be 
found in area 46 below. If he is present here, he is speaking 


with Wulvera (50%), a Porphyry House madame (25%), or 


he’s alone (25%); he looks amused at interruptions before 
teleporting down to the temple to prepare its defenses. 
? Arathanthus, Orlath Demon: 112 hp; see the appen- 


dix for complete statistics. 


35. ARATHANTHUS’S BEDCHAMBER 
Like the last room, this bedchamber is tastefully deco- 
rated. The place is nearly spotless, but you see dust on the 
dressing table and bed. 


Arathanthus almost never sleeps here, lolling about in the 


temple below when he grows tired 


36. WULVERA’S STUDY 
Ofall the rooms you have seen so far, this one might be 
the most disturbing, The walls are covered with shock- 
ingly realistic paintings of snakes raping and eating (often 
simultaneously) various humanoids. The room looks well 
lived in, with a reading table and a well-stocked bookshelf 


on the wall. A faint reptilian stink lingers in the air. 
Wulvera, leader and owner of Porphyry House, lives in 
this small suite of three rooms. The books on the shelves are 
all wretched erotica filled with tasteless encounters and 
good that Wul 


ing in her laboratory when the party arrives here if she is not 


ra is work: 


shocking artwork. Chances ar 


yet aware of them. Otherwise, she awaits their arrival down 


stairs in the temple 


37. WULVERA’S LABORATORY (EL 14) 

is is an incredibly well-stocked and maintained alchem- 
ical laboratory. The floor is not carpeted here, and a 5-foot- 
diameter circle is carved into the floor to the northeast 


Many of the components of the alchemy lab bear minor 
enchantment to keep components fresh. The circle on the 
floor is a variant form of teleportation circle made permanent. It 
teleports any yuan-ti that stands upon it to area 46, just before 
the statue of Demogorgon; it does not function for other races 

Creature: There is a 90% chance that Wulvera is present 
here, should the party make it this far without alerting her 
or raising an alarm. She becomes enraged if her laboratory is 
invaded, as well as a little shocked and nervous that some- 
one could make it this far, Her first action upon meeting the 


party is to pour a large canister of catalyst into the dose of 


demon’s breath she is refining, and her second is to flee by 
stepping onto the portal disc 

2 Wulvera, Female Halfblood Yuan-ti Brd2/Thrall 
of Demogorgon7: CR 14; Medium-size Monstrous 
Humanoid (6 ft. 6 in. tall); HD 14d8+14 plus 2d6+2; hp 86; 
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Init +2; Spd 30 ft.; AC 22, touch 15, flat-footed 20; Atk 


421/+16/+11 melee (1d6+6 plus 1 vile, Dem on’s Too! 


and +14 melee (1d6+2 and poison, 2 snake bites), or +20 
ranged (1d4+3, +1 hand crossbow with +2 bolts); SA hypnosis 
1/day, touch of fear 3/day (DC 


reaching touch 3/day, dual 
actions 2/day, summon minor demon 1/day, rolling touch 
3/day, spell-like abilities, psionics, bardic music, poison (DC 
18, 1d6 Con/1d6 Con); SQ bardic knowledge, halfblood fea- 
tures; SR 16; AL CE; SV Fort +8, Ref +12, \ 
Dex 15, Con 12, Int 20, Wis 16, Cha 25. 

Skills: Alchemy +20, Bluff +16 


+8", Intimidate 


Il +13; Str 18, 


Hide 


reana) +12, Knowledge 


Concentration +11 


16**, Knowledge ( 


(local) +19, Knowledge (the planes) +12, Knowledge (reli 


gion) +21, Listen +14, Profession (madame) +12, Sense Motive 


hand 


+12, Spot +14. Feats; Dodge, Exotic Weapon Proficiency 


crossbow), Expertise, Mobility, Sacrificial Mastery (vile feat 


Spring Attack, Thrall to Demon (Demogorgon) (vile feat 
Willing Deformity (vile feat) 

Yuan-ti using chameleon power receive a +8 circum 
stance bonus to Hide checks, but Wulvera’s robe of blending 
produces the same effect, only better (+15 circumstance 
bonus). This bonus is not factored in to the modifier above, 
since the item isn't always active. 

Wulvera’s civclet of persuasion gives her a +2 competence 
bonus to Charisma checks and Charisma-based skill checks. 
This bonus is included in the skills indicated. 

Hypnosis (Sp): Once per day, Wulvera can produce an 
effect identical to that of the hypnotism spell, except that it 
functions as a gaze attack with a range of 30 feet. The Will 
save DC to resist the effect is DC 24. 


Touch of Fear (Sp): Three times per day, Wulvera can 


produce an effect identical to that of the cause fear spell. The 
DC to negate the fear is 24 

Reaching Touch (Su): Three times per day, Wulvera can 
cause her arms to stretch unnaturally like tentacles, provid. 
ing her an extra 5 feet of reach for 1 round. This makes her 
total reach 10 feet 

Dual Actions (Su): Twice per day, Wulvera can take 2 full 


rounds worth of actions in the same round. 


Summon Demon (Sp): Wulvera can summon a demon 
of 5 HD or less once per day. This functions as a summon 


monster spell cast by a 1sth-level cast 


Rotting Touch (Sp): Three times per day, Wulvera can 
d 


touch attack. 


al 1dé points of temporary Constitution damage as a 


Psionics (Sp): See the Monster Manual, page 190, for 


details on yuan-ti abilities. 

Halfblood Features: Asa halfblood yuan-ti, Wulvera has 
two snakelike traits. Her scaly skin grants a +4 bonus to her 
natural armor, and her breasts are actually the heads and 


necks of rattlesnakes. 


Bard Spells Known (3/5/3, base save DC = 16 + spell level): 
0—dancing lights, detect magic, mage hand, mending, prestidigi: 
tation, read magic; 1st—charm person, cure light wounds, mage 


armor, stupor; 2nd—cat'’s grace, sacrificial skill*, tongues, 

Note: If you're not using the Book of Vile Darkness, feel free 
to substitute spells from other products for the spells 
marked with an asterisk. 

Possessions: Demogorgon's Tooth, robe of blending, dusty rose 
soun stone (+1 AC), pink and green toun stone (+2 Cha), deep ved 
toun stone (+2 Dex), master ring, ring of weeping, +1 hand cross 
bow, 10 +2 hand crossbow bolts, ring of protection +2, wand of bull's 
strength (3rd level, 7 charges), wand of keen edge (Sth level, 11 


charges), circlet of persuasion, large spider venom (10 doses 


agony (5 doses), mordayn vapor (5 doses), 2,500 gp in jewelry 
Porphyry House master key (opens all locks in the House) 

Wulvera is a fierce, powerful, and intimidating female 
yuan-ti halfblood that stands 6 1/2 feet high. Her humanlike 
head is hairless and androgynous in features, and numerous 


parts of her body (particularly her head, shoulders, back, and 


forearms) are protected by thick green and red scales, The 
most obvious indication of her yuan-ti heritage, though, are 
her breasts, which are in fact the heads of venomous snakes 
She fights with a magical scimitar called Demogorgon's ‘Tooth 
and wears an open, diaphanous black robe that can be pulled 
about her body to hide her serpentine breasts and scaly skin 

Trap (EL 8): Only 2 rounds after the catalyst is added, the 


demon’ breath in this room explodes into a noxious green 


NEW DRUG: DEMON’S BREATH (MAGICAL) 
Description: Despite the fact that it is extraplanar and mag- 
ical in nature, demon's breath follows all the standard rules 
for drugs as detailed in the Book of Vile Darkness. Demon's 
breath is a faint reddish vapor that must be kept in tightly 
stoppered glass vials. It temporarily transforms the person 
who breathes its fumes into an insane half-fiend. 

Type: Inhaled DC 23 

Initial Effect: User is confused for 1d3 rounds, during 
which time he quickly transforms into a half-fiend 

Secondary Effect: Apply the half-fiend template to the 
user; the template persists for 1d10+50 minutes. Spell-like 
abilities are granted 

Price: 10,800 gp 


Alchemy DC: 35 

Side Effects: Those under the effect of demon’s breath 
become evil for the duration, and are compelled to commit 
violent acts such as murder, rape, arson, destruction of 
property, and even cannibalism. The user suffers a —20 cir- 
cumstance penalty to all Charisma checks as a result. Non- 
evil users might need to seek atonement. 

Overdose: If more than one dose is taken in a 24-hour 
period, the effects of the drug occur but the strain on the 
user's body and soul result in 1d6 points of permanent 
Constitution damage and 2d6 points of permanent 
Charisma damage 

Addiction: Extreme. 
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mist that fills this room for 3d6 minutes. Anyone breathing 
suffers the effects of the fiendish drug. 
+" Demon's Breath Trap: CR 8; demon’ breath exposure 


(inhaled); see “Demon's Bre: 


h” sidebar for drug effects; Fort 
N/A); Disable Device (N/A 


Treasure: The alchemical equipment in this room weighs 


save (DC 23) negates); Search 
a total of 400 pounds. If it is kept together as one unit, the 


equipment’s minor magical qualities provide a +5 competence 


bonus to Al 


hemy checks. The equipment is worth 500 gp. 

Four doses of demon's breath drug rest in a rack of tightly 
stoppered vials on the table. If Wulvera adds a catalyst to one 
of them, as detailed above, one dose of drug is consumed. In 
addition, notes on the creation of demon’s breath and its 
effects can be found in neat piles on one of the 
workbenches. If the PCs haven't been exposed to the drug 
before now, they learn about it here (although not about 


Wulvera’s plan for the orgy/sacrifice 


38. WULVERA’S BEDCHAMBER 


If Wulvera is not wor 


ing in her laboratory and she is not 


yet aware of the party's presence, she is found here 7 
the time. She does not keep any valuables in this room 

In a small wooden box beneath Wulvera’s bed are her 
notes for the orgy and sacrifice. No specific mention of the 
sacrifice is made in the notes, but Wulvera does gloat a bit 


about “her plans coming to fruition 


BENEATH PORPHYRY HOUSE 


The chambers below Porphyry House are crafted without 
comfort in mind; there is no carpeting and illumination is 
spotty at best. These rooms are damp and moist, and large, 
fecund patches of subterranean fungus and harmless mold 
grows on the walls, floor, and ceiling. This fungus can be 


used by the entangle spell to trap victims. 


39. STAGING CHAMBER 

This large, damp, fungus-caked chamber is crudely 
carved. A sturdy ladder leads up to a trap door ina side 
chamber to the west, and several storage bins sit behind 
iron gates in alcoves to the north. Two more iron gates 


seal off passageways to the northeast and east, and to the 
south you see a dark, murky pool of briny water that rip- 
ples softly against a sturdy dock to which a large squat 
raft is moored. 


Originally, Wulvera and some of her yuan-ti abomination 
cultists went out to gather harpies, wolverines, and even 
gulguthydra to be polymorphed into prostitutes. Lately, though, 
Arathanthus has been sending out a retriever to track down 
and petrify the needed creatures; the retriever then returns to 
this room with the new addition. Arathanthus allows the 
retriever to return to the Abyss and then uses its break enchant. 


ment spell-like ability to restore the creature once it has been 


ed in the appropriate holding cell. 


The pool of water extends to the south for several thou 


sand feet along a flooded tunnel to the coast, where it exits 
at sea level from a cliff face into a hidden cove a few miles 
away from Scuttlecove. Wulvera long ago had the entrance 


to the cavern hidden by an illusory wall (14th-level caster 


This chamber is also used to train newly polymorphed 
monsters to serve as prostitutes; it is at this time the new 
employee" is given a slave ring by Wulvera. The new 
employee is then brought up into the House via the trap 
door to the west, which leads to area 12 of Porphyry House. 

Trap Door: 3 in. thick; hardness 5; hp 30; Break DC 23; 
Open Lock DC 30. 

The alcoves to the north are used to store extra goods and 
food; they contain nothing of real value. One of the alcoves 
hides a secret door that provides access to the northern por 
tion of the underground complex. 

Secret Door: 3 in. thick; hardness 5; hp 30; Search DC 
25; Break DC 23; Open Lock DC 40. 

Development: Normally, creatures are found in this 
chamber only when new prostitutes are brought in or being 


ained. Given the opportunity, this room is where the surviv 


ing yuan-ti gather to mount a final defense against the party, 


40. HARPY CAGES (EL 9) 

These cages were originally used to house animals awaiting 
polymorphing, but lately they've been used to house 
harpies. The yuan-ti are careful to polymorph their harpies 


into humanoids as soon as possible to keep them from using 


their captivating song, then keep them in these cages until 


they are needed. 


Creatures: There are currently three polymorphed harpies 
in each of the east and west cages; the northern cage is 
empty unless party members or other NPCs have recently 
been captured, in which case they are tied and locked in 
here, The harpies beg for release if they see non-yuan-ti, and 
if freed escape on their own as soon as possible to seek a 
reversal for their polymorphed forms. If the party returns 
them to their natural forms, the ungrateful harpies attack, 
possibly with surprise 

 Polymorphed Harpies in Humanoid Form (15): 
CR 2; Medium-size Monstrous Humanoid; HD 7d8; hp 31; 
Init +0; Spd 30 ft. AC 10 (touch 10, flat-footed 10); Atk +7/+2 


id3 subdual, unarmed); AL CE; SV Fort +2, Ref +5, 
Will +5; Str 10, Dex 10, Con 10, Int 7, Wis 10, Cha 15. 

Skills: Bluff 
epic, limericks, melody, ode, storytelling) 
Dodge, Flyby Attack. 


mel 


8, Listen +10, Perform (buffoonery, chant, 
9, Spot +6. Feats: 


41, GULGUTHYDRA PEN (EL VARIABLE) 
This foul-smelling chamber reeks of rot and decay. A tow- 
ering mound of rubbish, garbage, excrement, and dead 
bodies dominates the chamber; the mound of rot is piled 


nearly to the ceiling 30 feet above along the north, east, 


and south faces of the cave. 


The three iron g 


tes that block access to this room are all 
locked shut; opening them requires a lever to be thrown 
The lever for each gate is 10 feet to the west of the gate in 
question; throwing the lever causes the gate to raise up into 
the ceiling, 

Iron Gate: hardness 10; hp 60; Break DC 24 

Trap (EL 6): This is where the yuan-ti keep their cap: 


tured gulguthydras, The monsters have fairly decent Forti 


tude saving throws, and as a result polymorphing them can 


be frustrating. In order to make the process easier, the 
yuan-ti have, at great expense and risk to themselves, intro: 
duced cultures of a horribly dangerous disease into the filth 
in this room. 

Any creature that spends more than a minute in this 
chamber has a chance of catching deathsong, one of the 
worst non-magical diseases known. A new saving throw is 
required each day imprisonment in this chamber persists 
Deathsong is spread by contact with contaminated material 
or diseased victims, has an incubation period of 1 day, and 


can be resisted with a successful Fortitude save (DC 25 


NEW MAGIC ITEM: DEMOGORGON’S TOC 
Demogorgon's Tooth is a +2 vile scimitar. Each time it deals 


damage, it deals an additional 1 point of vile damage. If it 
scores a critical hit, it deals 2 additional points of vile dam: 
age. In addition, whenever the sword hits a good creature, 
it casts a contagion spell on the target (Fortitude negates, 
DC 14) 

As long as it is unsheathed, Demogorgon’s Tooth allows 
its wielder to speak and understand Abyssal. 

Demogorgon's Tooth bestows 1 negative level on any 
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1 square = 5 feet < 


7" Deathsong Trap: CR 6; deathsong disease exposure 


1d8 Str, 1d8 Dex, and 1d8 Con damage each day the disease 
persists; Fort save (DC 25) negates; Search (N/A); Disable 
Device (N/A 


Creatures: Captured gulguthydras are kept in this room 
until they are nearly dead from disease, at which time they 
are polymorphed into humanoids. The humanoid is then 
allowed to exit the room, where he or she is cured with one 
of the wands of remove disease from area 19 before being 


trained for work. 


? Diseased Gulguthydra (3); CR 12; Huge Aberration: 
HD 15d8-15; hp 52; Init —5; Spd 30 ft., swim 30 ft, (surface 
only); AC 18 (touch 3, flat-footed 18); Atk +9 melee (1d6, 2 


tentacles), +7 melee (2d8, 6 bites); SA improved grab; SQ 
nauseating stench; AL N; SV Fort +4, Ref +0, Will +10; Str 10, 
Dex 1, Con 8, Int 6, Wis 9, Cha 15. 

8 Feats: tron Will, Multiattack 
, Wulvera 


sends one of the yuan-ti abominations down here to open 


Skills: Listen +8, Spot 


Development: If the situation get desperat 


the three gates and let the gulguthydra out. If she has time, 


good or lawful creature attempting to wield it. The negative 
level persists as long as the weapon is in hand and disap- 
pears when it is no longer wielded. This negative level never 
results in actual level loss, but it cannot be overcome in any 
way while the weapon is wielded 

Caster Level: 6th; Prerequisites: Craft Magic Arms and 
Armor, Thrall to Demon (Demogorgon), vile lance, conta 
gion; Market Price: 54,815 gp; Weight: 4 Ib. 
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she has the abomination use the wand of restoration from area 
19 to revitalize the gulguthydras, although this is a truly des- 
perate gambit that might cost the life of the abomination 
cleric ordered to do so. 

Ad-hoc XP Award: Award 20% less experience for defeat- 
ing the gulguthydras if they're diseased when fought. The 
disease has ravaged the creatures’ bodies, and they're much 


easier to vanquish in such a state. 


42. GUARDROOM (EL 10) 


On days when Arathanthus does not need it to hunt down 


more “employees,” the demon’ retriever minion lurks in 
this room, guarding it from intrusion by any non-yuan-ti 


t & 
the room, patient and quiet, and attacks any who come 


ature; The retriever lurks in the southwest corner of 


within its field of view with its eye beams. 


Retriever: hp 61; Monster Manual 41—43. 


43, INTERROGATION CHAMBER 


Wulvera uses this room to interrogate prisoners. She has 


either Wilarue, Arathanthus (in humanoid form), or a pair 


of the yuan-ti cleric abominations nearby during these ses 


sions. The three cabinets on the north walls are well stocked 
with torture implements, but otherwise there is nothing of 
interest in this room. Extremely troublesome captives are 


taken to the torture chamber (area 26 


44, CLERIC CELLS (EL VARIABLE) 
Each of these three rooms is empty save for a crude mat of 
straw and some disturbing fetishes and unholy symbols and 
runes scratched onto the walls, 

Creatures (EL 11 or 14): One of the three yuan-ti abomi 


nation clerics that serve Wulvera live in each of these rooms. 


The clerics are not interested in displays of wealth and 
power and are content with their cells. Unless Porphyry 
House is on alert, the clerics are here, praying, sleeping, or 
constructing fetishes to hang in the Temple. 

The encounter level for one cultist is EL 11, but encoun: 
tering all three cultists together raises the EL to 14. 

2 Porphyry House High Cultist, Yuan-ti Abomina- 
tion Clr4: CR 14; Large Monstrous Humanoid (9 ft. long) 
HD 13d8+65; hp 123 each; Init +6; Spd 30 ft., climb 20 ft., 
1, touch 11, flat-footed 29; Atk +18/+13/+8 


melee (2d4+6/crit 15-20, +1 keen falchion) or +16/+11/+6 


swim 20 ft; At 


ranged (2d6+5, +1 huge mighty composite longbow [+4 Str] with 
+1 huge arrows); SA spell-like abilities, psionics, spells, 
improved grab, constrict 1d6+7, rebuke/command undead; 
SR 16; AL CE; SV Fort +12, Ref +9, Will +17; Str 21, Dex 14, 
Con 20, Int 18, Wis 24, Cha 14. 

Skills: Concentration +17, Hide +10*, Knowledge (reli 


gion) +15, Knowledge (the planes) +10, Listen +18, Scry +11, 
Spellcraft +11, Spot +18. Feats: Alertness, Blind-Fight, 
Dodge, Improved Critical (falchion), Improved Initiative. 


Thrall to Demon (Demogorgon) (vile feat 


Yuan-ti using chameleon power receive a +8 circumstance 
bonus to Hide checks. 

Cleric Spells Prepared (5/6/5, base save DC 7 + spell 
level): 0—cure minor wounds, guidance X2, slash tongue* x2; 
1st—command, cure light wounds x2, demonflesh*’, divine favor 
sacrificial skill’; 2nd—blindness/deafness’, bull's strength, dark 
bolf®, hold person, wither limb’ 

Note: If you're not using the Book of Vile Darkness, feel free 
to substitute spells from other products for the spells 
marked with an asterisk. 

Domain Spell. Domains: Corruption (may ignore the 
hardness of an attacked object once per day), Demonic 
gains +1 divine bonus on attack and damage rolls when 
fighting unarmed 

Possessions: +2 spiked scale mail, +2 large steel shield, +1 keen 
falchion, +1 huge mighty composite longbow [+4 Str] with 20 +1 


arrows, gauntlets of ogre power, potion of cure serious wounds, 


potion of endurance, potion of cure moderate wounds x2. 


Development: With a successful Search check (DC 25), 


clerics for 


the PCs find Wulvera’s instructions to the thre 
the roll they are to play in the upcoming orgy and sacrifice 
hidden in a small, locked iron box in a crevice in the wall 


The notes also detail the outcome of the ritual and what the 


Demogorgon worshipers can expect after the ritual is com 
plete. Much mention is made of Demogorgon and the glory 
he will bestow on the cultists when the revelers are slain and 
the city is subsequently transformed. At this point, nearly all 
the information in the “Background” section of the adven: 
ture concerning the ritual and Wulvera's plans can be 


revealed to the PCs. 


45. GATES AND STAIRS 


The two portcullises here can be opened by turning a winch; 


one is located on either side so it is impossible to be locked 

in. The winches can be locked with the Porphyry House 

master key held by Wulvera; these are amazing locks (DC 40 

to pick), Normally, both of the gates are left up and open. 
© Portcullis: 6 in. thick; hardness 10; hp 180; Break DC 

Open Lock DC 40. 

The hallway beyond descends deep underground. The 


stairs are horribly slippery and require a successful Balance 
check (DC 20) to navigate for creatures without a natural 
Climb speed. Wulvera has two of her abomination cultists 
carry her down these stairs, otherwise she transforms into a 
snake to navigate them. Failure indicates that character slips 
and falls down the stairs to the next landing, taking 2d6 
points of damage in the process 


46. TEMPLE OF DEMOGORGON (EL 
VARIABLE) 
This massive chamber chills the heart. The cavern has 
been carved out to roughly mimic a huge underground 
cathedral. Natural rock columns supporting the roof, as 
well as the walls and ceiling, are inlaid with sparkling 
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porphyry tiles. The walls are festooned with dirty, crude 
fetishes made of bone and bits of flesh and hair. The place 
is lit by guttering continual flames of sickening mauve 


near the ceiling. The floor is completely hidden by thick, 
algae-choked water that ripples from below in a disturb- 
ing manner, A low island in the center of the room is 
dominated by a huge porphyry statue of a terrifying, ten- 
tacled, two-headed monster looming over an altar caked 


with blood and slowly drying entrails 


The slimy water in this massive chamber is about 3 feet 


deep for the most part. Char 


ters who do not possess a nat 
ural swim speed suffer a —4 penalty to their Dexterity while 
being forced to wade in the slippery water, and they must 
make a Balance check each round (DC 20) to maintain their 
footing. Additionally, the eastern portion of the room holds 
several deeper sections of water (as indicated on the map’ 

these areas drop suddenly to a depth of 50 feet. A wading 
character can avoid falling into one of these watery crevices 
This 


is quite foul and rancid; anyone drinking it c 


by making a successful Reflex saving throw (DC 15 


wate 


immersed in it must make a Fortitude saving throw (DC 16 
or contract a case of blinding sickness (detailed on page 75 of 
the DuNceoN Master's Guide). In addition, the water is so 
thick with rotten algae that visibility in it is reduced to 0 feet 
Creatures hidden in the water gain a +8 circumstance bonus 


to Hide checks made against creatures out of the water 


This entire chamber is warded by an unhallow spell with a 


dispel magic tied to it placed by Arathanthus; all enemies of 


the cult of Demogorgon who enter the area are targeted by 


an area dispel effect (12th caster leve 

The six side chambers each contain a small island of rot 
ting fungus and stinking soil. These islands are covered 
with steaming, stinking mushrooms and oily sheets of 
mold. These disgusting fungi are native to the Abyss, and if 
eaten are deadly poisonous (with identical effects to dark 
reaver powder, detailed on page 80 of the DUNGEON Master's 
Guide). Wulvera harvested these on the Abyss and success 
fully transplanted them here; they comprise the main ingre 
dients of demon’s breath 

Creatures: If Porphyry House is not on alert, only 
Arathanthus is present in this room. He hides underwater 
and attacks with surprise 

If Porphyry House is on alert, however, this encounter is 
much more dangerous. Wulvera waits here on the central 
island along with her three yuan-ti abomination clerics 
Arathanthus lurks in the water nearby, and Wilarue the 
corpse succubus lurks high above on a narrow ledge. When 


the party enters, Wulvera demands their surrender; if they 


refuse, the yuan-ti and demons unleash the full power of 


their spells and ranged attacks on the party 
In addition, the waters of this chamber are infested with 
hundreds of tiny fiendish water moccasins. These snakes 


should be little more than a nuisance to a high-level party 
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unless they get in a lucky bite, Since up to sixteen snakes 
can attack a single Medium-size target at once, chances are 
at least one of them lands a bite. The snakes do not leave the 
water, though, so anyone standing on the various islands in 
the room are safe from them. 

2 Arathanthus, Orlath Demon: hp 112; see the appen 
dix at the end of the adventure. EL 14 
9 Wulvera: hp 86; see area 37. EL 14 
? Wilarue 
? Porphyry House High Cultists (3): hp 123 each; see 


p 39; see area 27. EL 10 


area 44. EL 11 each 

@ Fiendish Water Moccasins (340): CR 1; Tiny Out 
sider; HD 1/2d8; hp 1; Init +3; Spd 
15 ft; AC 17 
bite); Face/Reach 2 1/2 ft. by 2 1/2 ft./oft. SA poison (DC 11 


ft., climb 15 ft, swim 


touch 15, flat-footed 14; Atk +5 melee (poison 


initial and secondary damage 1d6 Con 


, smite good (+1 
damage); SQ scent, darkvision 60 ft., cold and fire resistance 
AL N; SV Fort +2, Ref +5, Will +1 
14, Int 1, Wis 12, Cha 2 

11, Climb 


Listen +8, Spot +8. Feats: Weapon Finesse 


5; SR 2; Str 6, Dex 17, Con 


Skills: Balance 12, Hide +18 (+26 in the slimy 


water bite 
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Trap (EL 4): 
filled with treasure here. 

7 Glyph of Warding: CR 4; contagion (Sth level), Fort save 
(DC 14) negates; Search (DC 28); Disable Device (DC 28 


A glyph of warding protects a hidden chest 


‘Treasure: Each of the fungus islands in the six side cham- 


bers holds 3d4 doses of fungus; each dose is identical to a 


dose of dark reaver powder as is (and could fetch 300 gp per 
dose). Once the fungus dries, though (this takes only a day), 


it becomes inert and useless. 


In addition to the large amounts of magic equipment 
owned by the inhabitants of this room, the vast bulk of Por 
phyry House’ treasure can be found here. It is hidden in a 


lange waterproof chest buried in the slime deep underwater at 


the location indicated on the map by the “X.” Discovering this 


chest should be difficult, requiring a Search check (DC 35 
made on that square by someone swimming near the base of 


the pool (which is 30 feet deep here), possibly while being 


swarmed by fiendish water moccasins. If discovered, the 
chest proves to be trapped and locked. The lock is an amazing, 
rust proof lock (DC 40), and the trap is detailed above. 

® Iron-bound Chest: 3 in. thick; hardness 5; hp 15 
Break DC 23; Open Lock DC 40. 

Inside the chest can be found 20,000 sp, 7,000 gp, 650 pp, 
20 gems worth a total value of 4,500 gp, demon’ breath (6 
doses), a wand of remove disease, a wand of continual flame, 
wand of cure moderate wounds, and a staff of life (5 charges left 
The wands are all fully charged, while the staff of life can be 
used by most of Wulvera’s minions to restore to life any 
important yuan-ti who are killed, allowing the cultists to 
recover quickly from repeated assaults 

Development: If Wulvera is able to gather all of her min 
ions in this room, they present a formidable force that can 
easily squash a 10th-level party—even one with the assis 
tance of a half-fiend nymph. A wise party whittles away at 
Wulvera's allies and defenses before trying to confront her 
in this final chamber 

Ad-Hoc XP Award: 


points for this encounter due to the presence of the tainted 


ward 125% the regular experience 


water, the unhallow spell, and the water moccasins. 


= CONCLUSION 


If the party doesn't manage to disrupt the Porphyry House 
in time, Wulvera goes through with her sacrifice to 
Demogorgon. If she enhances the demon’s breath drug with 
the sacrificial orgy, the enhanced drug's vapors spread out of 


Porphyry House ata rate of 50 feet per minute. At this rate, 


the fumes extend to their maximum radius of one mile ina 
little over an hour and a half, The fumes persist as long as the 
temple to Demogorgon remains consecrated, and anyone in 
this region must make a Fortitude saving throw once per 
minute against the demon’s breath or be transformed into an 
evil half-fiend. In the space of only a few hours, Scuttlecove 


is transformed into a living nightmare. At about this time, 


the ur-priests awaken from their torpor and try to stop the 
mess, but they are quickly overwhelmed by a legion of 
enraged half-fiends and torn limb from limb. Their remains 


are mounted on the Plaza of Hanging Ruin. 


Over the next several weeks, chaos reigns. Eventually, 


Wulvera emerges as the new ruler of Scuttlecove, trans: 


formed into a full-fle 


ged demon rather than a half-fiend 
Before long, she organizes the demons of Scuttlecove into a 
terrible force, using the strength of her will and her bound: 


less capacity to ruin any who would refuse her call, The sea 


lanes become a killing realm, stalked by demonic pirates 
who sink ships not for treasure but simply for the glory of 
spreading pain and misery. The lucky ones drown. Th« 
unlucky ones are captured and returned to Scuttlecove 
where they quickly succumb and join the demon army 

Such a situation might make an interesting plotline for a 
high-level party to try to rectify, but for our heroes, theit 


best bet is to stop Wulvera from achieving this goal before 


hand, Killing Wulvera is the best way to do this, although 
even then, one of her surviving minions might take up het 
cause. Destroying her groves of demonic fungi in the 
Temple of Demogorgon also delays the sacrifice, perhaps by 
as much as five years (it takes ages to cultivate and grow the 
Abyssal fungi). Killing Arathanthus or a number of the 
yuan-ti also slows the process down. The best answer lies in 


achieving a combination of the above goals. 


One particularly interesting way to deal with the Por 
phyry House could be to find a way to expose the polymor 
phing scam to the public of Scuttlecove. A charismatic 
party could probably enrage the town enough that they 
would assault Porphyry House and raze it to the ground 
The party would then have to penetrate the still-standing 
dungeons of the House to clean up the surviving cultists, 
but in the end, this would likely be the most final way to 
stop Wulvera’s plans. 

Assuming the party manages to stop the yuan-ti, Ked 
ward Bone lives up to his end of the bargain and rewards 
them with free drugs, magic items, or spells. Each charac 
ter gains approximately 6,000 gp in rewards of her own 
choosing. Additionally, Kedward pays full price (rather 
than half price) for any doses of demon’s breath or abyssal 
fungus they secure 

Finally, although Tyralandi might have proven time and 
time again to be a valuable ally in the battle against Porphyry 
House, remember that in the end she's still a Thrall of 
and Gi 


Graz'zt raz'zt thrives on betrayals, If the party man 


ages to make it through the final encounter without much 


of a problem, Tyralandi attacks them with her spells the 


instant combat is over, taking full advantage of her spell 
betrayal ability. Otherwise, she hangs around just long 
enough to collect her share of the loot. If any of the party 
members seems to have taken a liking to her, she might 
invite them to become Thralls of Graz'zt. If not, she parts 


ways with the party on apparently amicable terms, only to 
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track them over the next several days and assault them one 
by one to reclaim the treasures of Porphyry House for her 
own. She can turn into a memorable recurring villain in 
your campaign, and in the long run, might prove to be more 


dangerous than anything Porphyry House contained. Q 


James says, “I can’t take all the credit for the demented weirdness in 
this adventure. I suppose I have my grandparents to thank for a lot 
of it. My grandma introduced me to Dean Koontz, Clive Barker 
and Slephen King (among others), and Grandpa hooked me up 
with stacks of old horror comic books and good old H.P. Lovecraft 


Thanks, Grandma and Grandpa! All those spooky books paid off! 


APPENDIX: NEW 
a) MONSTER 


Orlath (Demon) 

Large Outsider (Chaos, Evil) 

: 12d8+36 (90 hp’ 

: +3 (Dex) 

Speed: 30 ft., climb 20 ft., swim 30 ft 
AC: 
Attacks: 2 bites +15 melee, 12 scimitars 


22 (—1 size, +3 Dex, +10 natural), touch 12, flat-footed 19 


+8 mele 


Damage: Bite 2d6+4, scimitar 1d6+2 plus 1 vile 
Face/Reach: 5 ft. by 10 ft./s ft 

Special Attacks: Call retriever, spell-like abilities, vile gaze 
Special Qualities: Dama 


ray vision, immune to enchantment spells, disease, and 


ge reduction 20/+2, truesight, x 
poison, fire resistance 20, telepathy, SR 22 
Fort +11, Ref +11, Will +10 

Abilities: Str 19, Dex 16, Con 17, Int 16, Wis 15, Cha 18 


Saves 


Skills: Climb +12, Concentration +13, Diplomacy +17, 
Intimidate +14, Knowledge (arcana) +13, Knowledge (archi 
tecture/engineering) +16, Knowledge (nobility/royalty 
+16, Listen +11, Scry +15, Search +13, Sense Motive + 
Spelleraft +13, Spot +11 

Feats: Improved C! 


tical (scimitar), Multidexterity, Multi 


weapon Fighting, Vile Martial Strike (scimitar) (vile feat 


Climate/Terrain: Any underground 


Organization: Solitary or hunt (orlath plus 1 retriever and 
1d3 succubi) 

Challenge Rating: 14 

Treasure: Standard 

Alignment: Always chaotic evil 


Advancement: 13-24 HD (Huge), 25-36 HD (Gargantuan 


Legend holds that Demogorgon killed a lesser demon lord 
of reptiles long ago by biting it. Several teeth dislodged and 
gestated inside the dead demon’ carcass for a century, after 
which the ripe body split and gave birth to the first of the 
orlaths, 


The orlath is a huge, vile, two-headed serpentine demon 


with baboon-like heads and a dozen humanoid arms that 
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protrude from where the demon snake's two necks converge 


in one long, almost sluglike body. Each of these arms wields 


a wickedly curved sword. 
The orlath’s ability to assume humanoid form com: 


bined w 


h its silver tongue and extensive knowledge of 
military defenses and nobility make it an excellent spy or 
double agent 


Orlaths speak Abyssal, Celestial, and Draconic. 


COMBAT 


The orlath is a devastating force in combat, leading with 


twin bite attacks and slashing away at anything that remains 


standing with its scimitars, Wounds caused by these scimi 
tars are particularly dismaying and horrifying in their place 
mentand cut; each time the orlath damages someone with a 
scimitar it deals an additional 1 point of vile damage. Vile 
damage can be cured magically only on consecrated or hal 
lowed ground 

Spell-Like Abilities: At will 


ment, deeper darkness, desecrate, detect secret doors, detect thoughts, 


blasphemy, break enchant 


discern lie, dispel magic, dispel good, locate object, locate creature, 
magic civcle against good, sending, shapechange (humanoid form 
only), teleport without error (self plus 50 pounds of objects 


only), unhallow, unholy blight; 3/day—find the path, fly, move 


earth, prying eyes, stone shape; 1 /day—demand, disintegrate 


Caster level 12th; save DC 


greater serying 18+ spell level 
Vile Gaze (S 


orlath who meets the creature's hateful gaze must succeed at 


a): Any nonevil creature within 30 feet of an 


a Will saving throw (DC 18) or take 2 points of vile 


Charisma damage. A character drained to 0 Charisma by this 


gaze is transformed into a dretch under the control of the 
orlath. Orlaths are immune to their own gaze attacks and to 
those of others of their kind, and they can suppress or acti 
vate the effects of this gaze as a free action 

Call Retriever (Su): Once per day, an orlath can call a 
retriever to its location. This takes the orlath a full minute of 
concentration, but once the retriever arrives, it is under the 
complete control of the orlath and remains until it is either 
killed or dismissed by the orlath. The orlath can only main 


tain one called retriever at a time with this ability 


Truesight (Su): The orlath’s left head continuously sees 
as if under the effects of true seeing 
X-Ray Vision (Su): The orlath’s right head has constant x 


ray vision, as if it were wearing a ring of x-ray vision, except 


without the exhaustion effect normally associated with the 
ring 

Telepathy (Su): An orlath can communicate telepathi- 
cally with any creature within 250 feet that has a language 


i 
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Table Talk 


License Me This 


ith two years of the dzo System movement behind us, 
Wi industry's already seen a number of licensed prod- 

ucts. Wizards of the Coast led the way with impressive 
treatments of Star Wars, Robert Jordan's Wheel of Time, and 
Chaosium’s Lovecraft-inspired Call of Cthulhu RPG. Somewhere in 
there they managed to squeeze out a couple products based on 
the popular Diablo computer game, too. 

White Wolf's Sword &t Sorcery Studios got into the licensing 
game early, getting in bed with Wizards to produce official mate- 
rial supporting the old Raventort campaign setting. Kenzer &t 
Company, publishers of the Knights of the Dinner Table comic 
book, signed a special deal whereby their Kingdoms of Kalamar 
campaign setting received an official imprimatur. AEG, more than 
a year after it was announced, finally got around to releasing a 
deo Farscape RPG this Gen Con, a debut it shared with SSS's 
brand-new dzo-based EverQuest hardcover RPG. 

The trend isn’t likely to stop any time soon, as the most skill- 
fully chosen licenses bring with them a built-in audience. Since I'm 
too cheap to afford licensed Mini-Games here in PotyHeoron, | 
thought I'd use this space to highlight some yet-to-be-secured 
licenses in hopes that one of the fine dzo publishers reading this 
editorial is spurred on to creating a few games I'd like to play. 

Perdido Street Station: China Miéville's impressive Dickensian 
urban fantasy shook the foundations of speculative fiction last 
year, gaining critical acclaim and numerous award nominations. 
RPG fans have been clamoring for steampunk since the birth of 
the dzo System, and while Miéville’s novel doesn’t quite fit such 
easy categorization, a game based on Perdido would include 
mechanical consciences, railway trains, and a bewildering collection 
of oddball technology. 

In Perdido, Mieville’s sprawling, confounding metropolis New 
Crobuzon becomes a character as rich as any Lankhmar, 
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Sanctuary, or Greyhawk. Inspired by the seedier neighborhoods of 
Victorian London, New Crobuzon screams out for the kind of 
development typical to most RPG sourcebooks. Best of all, Miéville 
himself is an RPG enthusiast eager to make his brilliant book a big, 
fat RPG product. When it happens, I'll be the first in line. 

The Worlds of William S, Burroughs: Though much of his work. 
focuses on drug addiction and such esoteric topics as the nature 
of time and language, Burroughs was at heart a science fiction 
writer. No city is as bizarre as WSB's Interzone, and with a host of 
creatures like the narcotic-secreting mugwumps inhabiting cam- 
paigns, things are bound to get strange fast. Sometimes it’s fun to 
play amoral, pitiless bastards like the infamous Doc Benway, and 
bizarre, death-obsessed Mayan gods like Ah Pook the Destroyer 
cry out for Deities &t Demigods style treatment. In an industry 
that's seen multiple product lines based on the output of inferior 
writers like Lovecraft, perhaps it's time to widen the scope of our 
collective literary awareness and push some new boundaries. 

They Live: Moving from the slightly high-brow world of drug 
literature to the seedy, low-brow charm of Rowdy Roddy Piper, | 
think the world is finally ready for a They Live roleplaying game. 
Though professional wrestling seems to have lost some of its 
recent appeal, when in America’s history has it seemed more plau- 
sible that fat-cat corporate criminals are actually aliens feeding off 
the poor? With They Live, you'll kick ass and chew bubble gum. 


Who could ask for anything more? 


Erik Mona 
Polyhedron@paizopublishing.com 
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Previews, notes & news on the world of d20 gaming 
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The Gear of Urban Arcana 

For the past year, we've been using 
this space to tell you about the forth- 
coming dzo Modern Roleplaying 
Game. At long last, the game's out, 
and many of you have probably 
already started modern-era 
campaigns using the new rules set. 

In May, Wizards of the Coast will 
release Urban Arcana, a full-service 
dzo Modern campaign setting that 
throws the players into a version of 
our own modern world touched by 
Shadow. Monsters familiar to long- 
time D&D players are real, and they 
may live just down the street with 
plans to devour you and your family. 

To fight off these nasty beasts, 
you'll need the best FX equipment that 
money (and perhaps a little magic) can 
buy. Designer Eric Cagle provides a 
few examples of such gear in this 
sneak peak at the 320-page hardcover 
Urban Arcana sourcebook. 


Weapons 

Chainsaw of the Psycho: This bat- 
tered +2 chainsaw constantly drips oil 
and small amounts of blood and never 
seems to need gas. It has the power to 
draw life force from an opponent. A 
critical hit must be dealt for the chain- 
saw's death-dealing ability to function. 
The victim is entitled to a Fortitude 
save (DC 17) to avoid death. If the 
save is successful, the ability does not 
function and normal critical damage is 
determined. The chainsaw is evil, and 
any character with a good allegiance 
attempting to wield it gains two nega~ 
tive levels, These negative levels 
remain so long as the chainsaw is in 
hand and disappear when it is no 
longer wielded. These negative levels 
never result in actual level loss, but 
they cannot be overcome in any way 
while the chainsaw is wielded. 

Type: Weapon (magic); Caster 
Level: 1oth; Purchase DC: 8 + 
enhanced weapon’s purchase DC; 
Weight: 10 Ib. 

Deadeye Rifle: This +2 Barret Light 
Fifty Sniper Rifle is covered in an 
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elaborate set of runes and is much 
lighter to carry than its nonmagical 
counterparts. This rifle suffers no 
penalties for 5 range increments, with 
each additional increment accruing 
only a -1 penalty. 

Type: Weapon (magic); Caster 
Level: 5th; Purchase DC: 8 + 
enhanced 
weapon's pur- 


Thunderclap 
Taser: This 
taser releases a deafening blast of 
thunder when it strikes an oppo- 
nent. It deals normal damage (id4, 
electrical) plus an additional 2d6 
points of sonic damage. 

The taser’s battery is 
exhausted after a suc- 
cessful hit and must be 
replaced after each use. 

Type: Weapon (magic); Caster 
Level: 5th; Purchase DC: 8 + 
enhanced weapon's purchase 
DC; Weight: 1 Ib. 


Rings 

A ring is a circular metal band 
worn on the finger that contains 
a spell-like or psionic power 
(often an effect that persists as 
long as the ring is worn). A ring 


has a Defense of 13, a hardness of 10, 
2 hit points, and a break DC of 25. 

Activating a ring is an attack action 
and does not provoke an attack of 
opportunity. 

Sample rings include the following: 

Decoder Ring: This cheap-looking 
tin ring has a small dial covered with 
letters of the alphabet. It grants its 
wearer a go% chance to understand 
any normal writing he encounters and 
an 80% chance to understand any 
magic writing. Note that understand- 
ing does not necessarily imply the 
ability to use a written spell, 

Type: Ring (magic); Caster Level: 

; Purchase DC: 28; Weight: ~. 

Ring of Cold Cocking: This brass 
ring is shaped like a fist, The wearer 
can make unarmed attacks against a 
flat-footed opponent as if he had the 
Knockout Punch feat (see Chapter 3: 
Feats in the d2o Modern Roleplaying 
Game), even if he doesn't have the 


prerequisite: 


Type: Ring (magic); Caster Level: ist; Purchase DC: 26; 
Weight: —. 


Tattoos 

Tattoos are single-use “items” containing a spell-like or 
psionic effect that affects only the bearer. For more infor- 
mation on tattoos, see Chapter 10: FX in the d2zo Modern 
Roleplaying Game. 

Purchase DC: A tattoo's purchase DC is 10 + the tat- 
too’s Caster Level, unless noted otherwise. The purchase 
includes the cost of drawing or imprinting the tattoo on the 
body, 

Tattoo of Bullet Deflection: The bearer becomes resist- 
ant to ranged attacks as if affected by a protection from 
arrows/bullets spell cast by a 7th level Mage. 

Type: Tattoo (magic); Caster Level: 7th; Purchase DC: 
25; Weight: 

Tattoo of the Sniper: The bearer gains a +20 insight 
bonus on a single ranged attack. The attack also ignores 
any miss chance that applies to attacks against a concealed 
target. 

Type: Tattoo (magic); Caster Level: 1st; Purchase DC: 19; 
Weight. 


Wondrous Items 

Unless noted otherwise, activating a wondrous item takes 
an attack action and does not provoke attacks of opportu- 
nity. Wondrous items are use-activated or activated by 
command word. For more information on wondrous items, 
see Chapter 10: FX in the d20 Modern Roleplaying Game. 

Sample wondrous items include the following: 

Floating Umbrella: \f this umbrella is open, the user can 
jump from any height and drift to the ground as if under 
the effect of a feather fall spell. The umbrella does not 
function if it is not open, although the user can attempt to 
open the umbrella while falling by making a Dexterity 
check (DC to), Failure indicates that the user takes the full 
damage from the fall. 

Type: Wondrous Item (magic); Caster Level: 1st; 
Purchase DC: 30; Weight: 2 Ib. 

Hidden Holster: This concealed-carry holster can hold 
any handgun and grants a +5 circumstance bonus on 
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Sleight of Hand checks against Spot checks when being 
inspected for weapons, including physical searches. 

Type: Wondrous Item (magic); Caster Level: 3rd; 
Purchase DC: 3x; Weight: 0.5 Ib. 

Holster of Speed: Any handgun placed in this hip hol- 
ster fits perfectly. It allows the user to draw or holster the 
weapon as a free action. 

Type: Wondrous Item (magic); Caster Level: 3rd; 
Purchase DC: 3x; Weight: 1 Ib. 

True Silencer: This silencer attaches itself to any 
autoloader handgun or rifle. When the weapon is fired, the 
true silencer activates, releasing a silence spell centered on 
the user that radiates 15 feet in diameter. 

Type: Wondrous ltem (magic); Caster Level: 3rd; 
Purchase DC: 32; Weight: 3 lb. ® 
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Winter Fantasy Brings Warm Times 
to the Cold of January 
By Rosert Wiese 


Winter Fantasy is the premier RPGA convention, the one 
show that the RPGA itself runs. This year’s show takes 
place January 23rd to the 26th in Fort Wayne, Indiana. 
The show kicks off officially at 2 pm Thursday the 23rd, 
and winds down at 6 pm on Sunday the 26th. We're 
building on our successes from the 2002 show to make 
an even better convention, while still keeping WinTER 
Fantasy’s traditional friendly and relaxed atmosphere. 
We've added a game period (a “slot”) on Sunday after- 
noon for those of you who want to play longer, and 
we've redesigned the schedule so that we offer all of the 
Livina GreyHawk and Livinc City events in every game 
slot. Most of the games are offered with more fre- 
quency, so you can more easily schedule your activities 
to get in all the games you want. You won't run out of 
things to do at this year’s Winter Fantasy, so plan now 
to be in Fort Wayne in late January. 


Highlights of the Show 

Livinc Force Year Three 

Livine Force kicks off the third year of its Among the 
Stars storyline with a complete trilogy and interactive 
event. In Among’ the Stars, characters came from humble 
beginnings in the Cularin web called society and have 
become involved with crime lords, the Jedi academy, and 
political troubles. As the campaign moves into its third 
year and the galaxy heads towards civil 

war, hints of the real dangers in Cularin 

become evident. Don't miss the start of 

year three of this great campaign. 


Assault on the Vault 

Assault on the Vault, a Winter Fantasy 
exclusive, introduces Living GrevHawk 
characters to the Underdark, where 
they can face drow and other under- 
ground nasties. Expect this to be a dan- 
gerous event; drow are not push-overs. 
Bring a miniature of your character, 
preferably painted, and enjoy the High- 
octane action as you fight to keep your 
character alive (and maybe pick up 
some cool treasure while you're at it). 


Prime Runner Championship 

Virtual Seattle players have been qualifying for a year to 
play in the two-round invitation-only Prime Runner 
Championship. Qualifiers will play the first round in 
either of its two time slots, and the final six players will 
advance to see who becomes the Prime Runner! The 
events in this adventure will have a significant impact, or 
dare we say “major impact,” on the campaign, so you 
don’t want to miss them. 


Living GreYHawk Cross-Regional Fiesta 

Saturday night is the night to try a Livinc GreyYHAWK 
regional event from some region you've never been to, 
Our Open Game Fiesta is back, but with a focus on Livinc 
GrevHawk cross-regional play. You can play whatever 
you want in this slot, but the hype will all be about the 
Livinc GrevHawk opportunities. Like last year’s Fiesta, 
players and judges organize themselves into games. We'll 
help by listing the available games as we get them on the 
Winter Fantasy website, but you have to contact a judge 
to play, or you have to judge so someone else can play. 


For more information about Winter FANTASY 2003, watch 
the RPGA’s website at www.rpga.com, or the WINTER 
Fantasy website at www.winterfantasy.com. If you are 
interested in volunteering to judge events, please email 
me at robertconguy@yahoo.com. You also can email me 
if you want to ask questions about the show and can’t 
find your answers online. | hope to see you all there. It'll 
be a great time, and you won't want to miss it! # 


Release Roundup 


The holidays are fast approaching. 
Have you put together your shopping 
list, yet? Your friends at Polyhedron 
are here to help, with a look at what's 
coming in November and December. 


Alderac Entertainment 
Group 

December sees the release of AEG’s 
first “Season Book,” a Spycraft cam- 
paign entitled Gentlemen's Agreement. 
With missions that take your agents 
from desolate Siberia to the depths of 
the Pacific Ocean, Gentlemen's 
Agreement promises new locations, 
new gadgets, a new prestige class, and 
a “scenery on the fly” system that 
helps gamemasters improve their 
encounters with very little difficulty. 
(Price not available at press time.) 


Bastion Press 

Ever wonder what goes on behind 
locked guild doors? Jim Butler's 
Bastion Press swings to the rescue 
with Guildcraft, a g6-page full-color 
softcover sourcebook that details the 
powers and privileges of guild mem- 
bership. For a mere $24.95, the 
secret to greater prosperity for your 
character can finally be yours. 
Written by Peter Leitch, Chris 
Maxfield, Mark Somers and Australian 
RPGA demigod “Uncle” Wes Nicholson, 
Guildcraft hits stores in November. 


Green Ronin Publishing 
Fans of Green Ronin’s Freeport, the 
first city of deo gaming, will want to 
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check out Denizens of Freeport, a g6- 
page softcover guide to some of the 
most interesting and dangerous louts 
to drop anchor in the infamous haven 
of pirates and cutthroats. Like all 
Freeport accessories, Denizens is 
maximized for customization, so look 
for ready-to-use NPCs appropriate to 
any fantasy setting (but expect a fair 
number of talking parrots and blood- 
thirsty cultists). 

In October, Green Ronin unleashed 
Mutants &t Masterminds, which 
brought the familiar Open Gaming 
rules mechanics to superheroic gam- 
ing. In December's Freedom City, 
M&tM designer Steve Kenson pres- 
ents a four-color metropolis brimming 
with dastardly villains and upstanding 
heroes. No superhero campaign is 
complete without buildings to destroy 
and bad guys to beat into oblivion, 
both of which are helpfully provided 
in this tome. The 1g2-page hardcover 
sourcebook costs $32.95. 


Mongoose Publishing 
Mongoose slows down their schedule 
in November, publishing only five 
products. Highlights include The 
Mega-Cities: Brit-Cit, a sourcebook 
for the Judge Dredd RPG and the 
Quintessential Druid, the latest in a 
very popular series of class-based 
books. Completists will want to keep 
an eye out for Ultimate Feats Volume 
1, a host of new feats coupled with a 
selection of cool examples from 
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dozens of dzo System sourcebooks 
published by a variety of companies. 


Mystic Eye Games 

Beyond the Walls, a 128-page entry in 
MEG's Foul Locales series of location- 
based sourcebooks, offers a collection 
of dangerous spots far from the city 
gates. The creatures and locations 
detailed in Beyond the Walls may cost 
your players the lives of their favorite 
characters, but they'll only cost you 
$16.95. 


Necromancer Games 

First Edition-feelers Necromancer 
Games put their money where their 
slogan is with the Tome of Horrors, a 
300+-page hardcover rulebook that 
brings classic First Edition ADErD. 
monsters to the new edition for the 
very first time. Fans of off-beat old 
school monsters like the aerial servant 
or the lurker above are encouraged to 
bring $29.95 to their local retailer in 
November. (Flumph included.) 


Sword &t Sorcery Studios 
At Gen Con, White Wolf's Sword &t 
Sorcery Studios released the 
EverQuest Roleplaying Game, a pen- 
and-paper adaptation of the world’s 
most popular computer MMORPG 
(that’s “Massively Multiplayer Online 
Roleplaying Game” for those of you 
still hibernating under musty copies of 
The Strategic Review). The game uses 
the Open Gaming license, which 
means if you know how to play D&D, 
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Trend Tracker: Quirky Fantasy Settings 

From naval supplements to class books to race books to superhero games, the dzo industry is no stranger 
to fads. A casual perusal of Gen Con offerings suggests that in a market glutted with “crunchy,” rules-sat- 
urated products, the next big thing might just be slightly off-kilter campaign settings. Here's a survey of 
some recent offerings: 


Nyambe: Chris Dolunt’s Nyambe, published by dzo pioneer Atlas Games, melds the 
myths and legends of Africa with high fantasy conventions to create a truly unique 
fantasy setting. Many companies have produced half-hearted attempts at the genre, but 
Nyambe, weighing in at more than 250 pages, is the real deal. Don a ceremonial mask 
dedicated to your chosen orisha (spirit), grab a spear of heart piercing, and set out on 
the trail of a deadly ngojama demon. Tell ‘em Poly sent you. (www.nyambe.com) 


Oathbound: Created by Greg Dent, Jim Butler, and Todd Morasch, Oathbound details 
the Forge, a pastiche world made up of lands and cultures from around the multiverse 
lorded over by the four-horned Feathered Fowl, servitors of a long-forgotten god, The 
Forge serves as the lost god’s prison and the Fowl, his former servitors, hope to break 
his enslavement by bringing “the greatest of the grand” (your player characters and 
their enemies) to their mysterious, war-torn refuge. (www.bastionpress.com) 


Midnight: Fantasy Flight Games has spent the past couple years quietly churning out 
popular hardcovers like Traps Ot Treachery and Dragonstar. At Gen Con, they revealed 
Midnight, a new fantasy setting set to release in early 2003. Midnight is pitch-dark, bleak 
fantasy set in a world in which heroes are condemned, the gods are dead, and agents of 
darkness called the Night Kings scour the land. Naturally, good guys are needed more 
than ever. If the nasty, evil Sauron scenes from Fellowship of the Ring set your heart 
atwitter, keep your eyes on Fantasy Flight in the months to come. 
(www.fantasyflightgames.com) 


you'll pick up the EverQuest game in villains who battle fantasy inspired and Factions systems to the traditional 
no time. heroes played by other players. The roleplaying environment, and much 

| In December, SSS unleashes the tabletop will never again be the same. more. At 256 full-color pages, the 
Game Master's Guide, which at long The book includes hundreds of Game Master's Guide clocks in at 
last allows you, an actual player of the — magic items, rules on bringing online $29.95. * 


| game, to take the role of monsters and concepts like the original game’s Quest 


Bolt and Quiver by Stan! 


ACTUALLY, YouRE RIGHT. THose | [IN THAT CASE, PLéASE ACCEPT 
|} |oewets Age MoRE VALUABLE To | [Tits SHALL GIFT To AID IN THE 
You THAN THEY ARE To US. TAKE] [REPAIR OF YouR SACRED 1D0L 
THEM AND Go IN PEACE 


p! T HEAR 
ANOTHER GROUP OF ADVENTURERS 
COMING DOWN THE CORRIDOR! 


2 o 


iP 


I 
Obed. Stan! Wldbl.GasAlOQUiVER. CoM 


Poghexon 


ee eet 
IMPROVED INITIATIVE: 


d20 Innovation 


Alert Factor 
by Mike Mearls 
illustration by Stan Shaw 


THE SOUND OF A WOODEN DOOR SPLINTERING INTO PIECES 
ECHOED DOWN THE COLD, STONE CORRIDOR. Soon after, shouted 
battle cries and the death screams of orc warriors resonated through 
the dungeon. Barrashka looked up from the card game with a snort. 
“sounds like Gedra’s boys are getting a sound kicking,” the orc war- 


rior snarled. 


“shouldn't we go help ‘em?” asked Blorg, his beady eyes peeking over 
the poker hand that he held, as usual, card faces outward. 
Barrashka paused for a moment to consider the ogre’s straight flush 


before glaring at the hulking brute. 


“You're new here, kid. You didn’t even know how to hold your cards 
right, so I'm going to go easy on you this time. The big boss said we 
stay here, play cards, and wait until those two humans, the dwarf 
with the big hammer, and the robed elf show up. Then we fight them. 
He didn't say nothing about helping out Gedra.” 


“But if we ganged up on them...” 


“He didn't say nothing about it. Now if you're done asking stupid 
questions, I fold,” the orc said as he tossed his cards on the table. 

Blorg frowned as the other orcs followed suit. He didn't know what 
was worse, watching everyone fold every time he got a half-decent 
hand or the crummy pay this job netted him. 


Dungeons are a staple of fantasy 
gaming because of their modular 
nature. The dungeon map serves as a 
sort of flow chart, allowing GMs to see 
at a glance where the PCs are in an 
adventure, where they have been, and 
what lies ahead. This can lead to some 
rather strange situations. If a fight 
breaks out in room 1, do the monsters 
in room 2 sit there and ignore the 
noise? And if the monsters in room 2 
actually do something, what about the 
monsters in room 3? Any attempt to 
build a series of relationships that links 
actions in one room to a response in 
another can lead to a tangled web of 
events and possibilities. 


Enter Alert Factor. A dungeon’s Alert 
Factor is a numerical measure of the 
preparation and activity in a dungeon 
room. Making lots of noise, casting a 
spell, or otherwise causing a distur- 
bance in a dungeon room causes the 
Alert Factor of the area around it to 
rise, reflecting the preparations and 
actions of the dungeon’s inhabitants. 
Rather than build a complex series of 
relationships between encounter areas, 
Alert Factor allows you to create a 
standardized list of actions that cause 
changes to a dungeon’s status and 
apply those changes to each room 
quickly and easily. 

Alert Factor was originally presented 
in Fiery Dragon Productions’ To Stand 


Alert Factor system © 2002. Fiery Dragon Productions. 


on Hallowed Ground and was subse- 
quently used in FDP’s The Giant's Skull. 
Both adventures represent the type of 
scenario that best utilizes Alert Factor— 
scenarios that require stealth or set the 
PCs against an organized, military 
encampment. 

That said, any type of dungeon 
benefits from a dose of Alert Factor. 
The primary strength of this system lies 
in the flexible, dynamic environments it 
allows you to build. A dungeon becomes 
a much more dangerous environment if 
one wrong step by the PCs calls a 
horde of monsters down upon them. 
Alert Factor forces the PCs to consider 
their actions more carefully and apply 
better tactics than simple charges 
backed up with volleys of fireballs and 
cones of cold. If such actions alert the 
entire dungeon to their presence, the 
PCs now must fight every monster in 
the dungeon at once, rather than a 
room at a time. 

Alert Factor is an excellent tool when 
you want to create a scenario that 
involves stealth or trickery. The threat 
of an overpowering assault forces PCs 
to proceed through an adventure with 
caution, vigilant against making too 
much noise and drawing the enemy 
upon them. Alert Factor also rewards 
clever play. By using a diversion, the 
PCs can cause a temple's guards to 
charge from their posts to investigate a 
loud noise or the sounds of battle, 
clearing the path for a quick advance 
into the inner sanctum. Best of all, the 
options and tactical concerns Alert 
Factor introduces into an adventure 
come with a minimum of effort. 


Using Alert Factor 

Alert Factor is a numerical rating of a 
dungeon inhabitants’ preparation and 
activity. Each room or region of a 
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dungeon has a separate Alert Factor 
rating. A high Alert Factor indicates the 
monsters are ready for action or have 
taken steps to repel invaders. A low 
Alert Factor shows that the monsters 
are unaware of attackers. They con- 
tinue with their daily routine and are 
unprepared for an assault. 


Starting Alert Factor 

When designing a dungeon, use the 
Alert Factor table to judge the starting 
rating for different encounter areas. 
For example, a guardroom positioned 
near the dungeon entrance may have 
an Alert Factor of 10, reflecting the 
guards’ awareness and preparation for 
combat. On the other hand, a watch 
post near the rear of a dungeon or 
positioned at a rarely used entrance 
may have an Alert Factor of o, as the 
warriors stationed there do not expect 
trouble, Generally speaking, no area 
should begin with an Alert Factor of 15 
or above. Such a level of readiness 
wastes spells and is too stressful to 
maintain for long stretches of time. 
You don't need to assign a rating to 
every room. Just focus on the ones 
that are integral to the dungeon’s 
defenses. 


Increasing Alert Factor 
Depending on the character's actions, 
the Alert Factor of a dungeon changes 
over time. Generally speaking, Alert 


Alert 
Factor 
0-4 


Status 

Monsters continue with 
business as usual. They 
sense nothing amiss and 
go through their normal 
routine. 

The room's inhabitants 
are edgy and on alert. 
The room's inhabitants 
prepare weapons and 
expect an attack. 

The dungeon is in full 
alert. Warriors and other 
combatants take proactive 
steps to repel invaders, 
such as erecting barri 
cades in hallways, prepar- 
ing ambushes, and so on. 
Complete combat footing. 
The inhabitants expect an 
attack within moments 
and stand ready to repel 
invaders. 


5-9 


10-14 


15719 


20+ 


“shouldn't we go help ‘em?” 


Factor modifiers break down into two 
types, major events and minor events. 

Major events are loud noises or 
obvious signs that the dungeon complex 
is under attack. The sound of combat, a 
loud explosion, or a runner sent to 
warn areas of the dungeon of 
approaching intruders all serve as 
major events. A major event causes a 
room's Alert Factor to increase by at 
least 5 points. 


Starting 

Alert Factor Example 

0-4 Typical dungeon room. 
Inattentive or bored 
guards. Kitchen, living 
area, or non-military area. 
Typical guard areas. 
Guards stationed near a 
chief, important officer, 
treasury, or other valu- 
able target. Living quar- 
ters for elite guards, 
hunters, or other well- 
trained units. 

Front-line guard room. 
Elite sentries. Guards 
Positioned in a 
watchtower. 


10 - 14 


Minor events are noises that do not 
necessarily indicate combat, such as a 
loud argument or out of the ordinary 
events that draw the dungeon inhabi 
tants’ attention. For example, a rogue 
disguised as an orc talks his way past 
the guard but arouses some suspicion, 
as none of the guards recognize him. 
Even with a successful Bluff check, the 
rogue’s appearance deviates from the 
dungeon’s normal routine and prompts 
the guards to be a bit more vigilant. 
Minor events increase a room's Alert 
Factor by 5 or less. 

The events that alter Alert Factor 
should be tailored to the location. For 
example, in a temple that serves as a 
front for a diabolical cult, a cleric 
wearing a holy symbol to a good deity 
increases the area’s Alert Factor, as the 
guards suspect the interlopers must be 


Alert Factor 

Action Modifier 
Alarm horn or bell +10 
Warning of attack 

from messenger +10 
Sounds of a fight +5 
Loud spell 

(fireball, lightning bolt) +5 
Loud, unfamiliar voices +2 


Out of place or odd visitor +2 


up to no good (or, in this case, up to 
good). The general character of an area 
should increase or decrease the affect 
events have on Alert Factor. A highly 
militarized tribe of hobgoblins aggres~ 
sively responds to signs of trouble, 
while a gang of lazy, thickheaded ogres 
pay little mind to even the most obvious 
warning signs. As a rule of thumb, 
increase any Alert Factor modifier by 
+2 to +5 if the dungeon is dominated 
by lawful or aggressive creatures. 
Reduce the modifiers by -2 to -5 if the 
area is inhabited by chaotic or lazy 
creatures, 

In order for an area's Alert Factor 
to change, its inhabitants must either 
hear or be aware of the factors that 
can modify it. To add a random touch 
to Alert Factor, use the rules pre- 
sented under the Listen skill to deter- 
mine if the monsters in a particular 
room hear a noise. Make this check 
each round the party makes a noise 
the monsters may hear. Otherwise, 
assume the monsters roll a 10 on their 
check and determine in advance if 
noise in a room can affect the Alert 
Factor in surrounding areas. 


Decreasing Alert Factor 

Over time, an area's Alert Factor drops 
as the threat of battle passes and life 
returns to normal. For every 30 
minutes after an area's Alert Factor 
increases, reduce its Alert Factor by 1 
to a minimum of its starting rating. As 
time passes without an attack, the 
guards lose their edge and grow bored. 
Eventually, the area’s normal routine 
swings back into motion. 


Effects of Alert Factor 

Monsters gain a competence bonus or 
penalty on their Listen, Sense Motive, 
and Spot checks based on their current 
Alert Factor. These modifiers also apply 
to initiative, reflecting the preparation 
of the dungeon’s inhabitants. They 
expect trouble and are ready to react 
to it. 


Alert Competence 
Factor Modifier 
0-4 -2 

5-9 +0 

10-14 4 

15-19 +2 

20+ +4 


In addition to gaining benefits or 
penalties to their skills, a dungeon’s 
inhabitants cast spells, prepare weapons 
and armor, and ready themselves for 
combat as Alert Factor climbs. 


Other Effects of Alert Factor 
In addition to preparing for battle, the 
inhabitants of a dungeon move forward 
to support defenders, prepare 
ambushes, and take proactive measures 
to repel intruders. The following list 
covers some actions monsters may take 
as Alert Factor rises. 

Creatures stationed in the rear areas 
of a dungeon move forward to attack. 
After taking time to don armor and 
ready weapons, they run forward to 
man guard positions. 

Spellcasters use sending and similar 
magic to contact patrols, hunting par- 
ties, or allies, calling them to the dun- 
geon to aid in its defense. 

Soldiers move to prepare flanking 
actions against attackers. 

The monsters arm traps in well-trav- 
eled areas where a tripwire or pit trap 
would normally pose too much of a 
danger to the dungeon's inhabitants. 

A diabolical villain grabs a captured 
peasant to use as a hostage if the PCs 
penetrate his lair. 

As you can see, Alert Factor covers 
a wide range of actions. Put yourself 
in the shoes of your local arch-villain 
and think about what actions your 
underlings would take to prepare for 
an attack. 


Practical Concerns 

You can take a few simple steps to 
make this system very easy to imple- 
ment and manage. 

Use a sheet of paper to construct an 
Alert Factor chart. List each room and 
its starting Alert Factor. As the charac- 
ters take actions, cast spells, and 
engage in fights, note changes to Alert 
Factor on your sheet. 

When writing up the notes for a dun- 
geon room or area, make notes within 
the room’s description about changes 
due to Alert Factor. For instance, if the 
monsters in room 19 move to room 6 
when their Alert Factor rises above 10, 
note that in room 6's description. When 
the PCs reach that area, you need only 
glance at your worksheet to modify the 
room's description. In addition, note in 
room 1g that on an Alert Factor of 10 or 
higher, the monsters are no longer there. 


Alert 

Factor Status 

0-4 — Combatants do not have 
weapons, armor, or shields 
worn or ready. Spell- 
casters have no spells 
pre-cast. 

Combatants wear armor 
and carry shields, but keep 
weapons sheathed. 
Spellcasters use any 
defensive or otherwise 
useful spells with a dura- 
tion of at least 4 hours. 
Combatants wear armor 
and carry shields, but keep 
weapons sheathed. 
Crossbows are kept 
loaded. Spellcasters use 
any defensive or other- 
wise useful spells with a 
duration of at least 1 hour. 
Combatants wear armor 
and carry shields, but keep 
weapons sheathed. 
Crossbows are kept 
loaded. All monsters take 
advantage of available 
cover and move into 
ambush positions, if appli- 
cable. Spellcasters use any 
defensive or otherwise 
useful spells with a dura- 
tion of at least 30 minutes. 
Combatants wear armor, 
carry shields, and keep 
weapons readied. 
Crossbows are kept 
loaded. All monsters 

take advantage of available 
cover and move into 
ambush positions, if appli 
cable. All creatures capa- 
ble of a range attack have 
an action readied to fire at 
anyone entering their 
room or area or have 
actions readied to brace 
spears or polearms against 
chargers. Spellcasters use 
all defensive and other- 
wise useful spells. 
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If the creatures in a given room 
change their tactics or positions but 
remain in that room, note that in the 
room description. This allows you to 
glance at your worksheet and pick out 
which set of notes to work from. 
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Imagine you could put on a massive suit made of bullet- 
proof metal that multiplied your strength by ten. Add a 
laser cannon on your shoulder and jet thrusters on your 
boots. Take a sword made of pure energy and a visor that 
sees through walls. All of a sudden, you're a completely 
different person. That's the promise of the Mecha Crusade 
d2o System Mini-Game: transformation into a walking, 
talking, high-tech giant 

In this game, inspired by Japanese comic books and car- 
toons about giant suits of powered armor, you get to play 
with the big toys. You'll have a Strength score of go. You'll fly 
faster than a jet fighter. Every time you fire your laser can- 
non, a cascade of six-sided dice will hit the gaming table. 

Your friends have powered armor like yours, and you can 
transform your suits to form a truly immense robot capable 
of leveling cities, But your enemies have armor suits, too. 

Mecha Crusade requires the d2o Modern roleplaying 
game to play. 


The Mecha Genre 

Mecha isa science fiction genre, mostly Japanese, that 
tells stories about people who pilot giant suits of pow 
ered armor. Often the armor sports sci-fi weaponry and 
can transform itself, adding and subtracting weapons and 
other features to fit the task at hand. Occasionally there'll 
be a robot brain, not a human pilot, at the center of the 
armor suit. But usually in the head or chest of the mecha 
suit is a pilot in a jumpsuit, operating complicated con- 
trols that make the mecha walk, talk, and fight. 

You've probably seen some Japanese mecha cartoons: 
Mobile Suit Gundam, Gundam Wing, Voltron, Robotech, and 
Heavy Gear are all good examples of mecha. Star Blazers has 
some mecha aspects, and the Transformers cartoon is basi- 
cally mecha with robots rather than human pilots 

High-tech robot suits are hardly unique to Japanese 
comic books and cartoons. The /ron Man comic book tells 
the tale of a wealthy industrialist wearing high-tech 
armor, for example. Like a lot of science fiction, the mecha 


genre extends an existing trend into the future. As long 
as there's been violence, there's been the urge to protect 
oneself against it. Cavemen covered themselves in animal 
hides, centurions carried shields, and knights wore, well, 
shining armor. In the 19th century, naval architects started 
putting sheets of metal on ship hulls. In the 2oth century, 
inventors wrapped a cannon in armor plating and put it 
on tank treads. The mecha genre brings the knight in 
shining armor and the Sherman tank crew into the 

future. Your lance is made of pure plasma, and your armor 
is made of megatanium, but you are absolutely the culmi- 
nation of that warrior tradition. 

Another trope of the mecha genre is the mix of man and 
machine. Your character will spend much of his time in his 
mecha suit—so much so that you might as well come with 
a special character sheet for when you're in your mecha. 
Success on the battlefield depends on making both 
machine and man function at their best. When your char- 
acter talks to or fights another mecha, he can’t be sure 
who—if anyone—is inside the matrix of fiber-optic cable, 
powerful servomotors, and ultradense armor plating 

Finally, because most mecha comes from Japanese 
anime cartoons, Mecha Crusade has many of the same 
genre conventions as anime. The heroes are generally 
young, often still in high school. There's a lot of attention 
paid to romance and relationships—a juxtaposition that 
RPG writer Ken Hite once called “Dear Diary: | saved the 
world today, and Rick likes me!” 


What's In the Game 
Mecha Crusade has everything you need to start your own 
mecha-based adventures. 

Chapter 1: Characters. All of the basic and advanced 
classes described in the d2o Modern Roleplaying Game are 
at your disposal, and we introduce six new ones: The 
mecha ace, mecha shock trooper, cyborg, sleeper agent, 
wing captain, and weapons designer. Likewise, the feats 
and skills from d20 Modern function normally, but Mecha 
Crusade offers a few new ways to use your skills and a 
smattering of new feats. 

Chapter 2: Building a Mecha. This is the heart of the 
Mecha Crusade rules, a system for building your own 
mechas, from small scout mechas loaded with chameleon 
skin and stealth technology to armored leviathans so 
massive that the earth shudders with their every step. By 
combining different mecha parts, you can create the 
mecha of your dreams—provided your requisition budget 
can handle it. 

Chapter 3: Running Mecha Crusade. This chapter covers 
special situations, mostly new combat rules important to 
mechas. Rules for homing missiles, flying mechas, and com- 
bining mechas into immense metabots are included here. 
There’s also enough high-tech personal weaponry—laser 


pistols and plasma rifles, for example—to enable adven- 
tures in which your characters have no access to mechas. 
Chapter 4: The Mecha Crusade Crusade. This example 
campaign setting features the outbreak of war between 
Earth and its far-flung solar system colonies. An increasing- 
ly authoritarian world government, responding to ecologi- 
cal and political crises, demands more and more from thriv- 
ing settlements on the Moon, Mars, the Asteroid Belt, and 
Jupiter's moons. The colonists rebel against what they see 
as heavy-handed repression, and everyone mobilizes for 
war. Characters represent the best and brightest of either 
side in the conflict—or they can be mercenary mecha 
pilots, offering their services to the highest-bidding faction. 
Sample mechas are included. This chapter also discusses 
some more off-beat approaches to mecha campaigns. 


The 620 Modern Rules 

If a particular topic isn't covered, simply refer to the newly 
released d2o Modern Roleplaying Game. Because we want- 
ed to cram as much mecha-specific stuff in here as possi- 
ble, we've intentionally given only a light treatment of 
other topics, and we've avoided restating rules covered 
there. The d20 Modern rules should have the answers to 
anything left unstated or unclear in Mecha Crusade, 

In particular, this game wouldn't exist without the 
authors of d2o Modern: Bill Slavicsek, Jeff Grubb, Rich 
Redman, and Charles Ryan. They've created a set of rules 
that easily transformed into the game you're reading now. 


Prepare for Launch 
If you're a player new to Mecha Crusade, simply create a 
character according to the rules in the dzo Modern 
Roleplaying Game, paying attention to the feats and skills 
described in Chapter 1 of this game. In particular, you'll 
want to take the Mecha Operation feat; moving and 
fighting in a Mecha can be frustrating without it 

Your Gamemaster (GM) will give you a budget in build 
points (bp) for your first mecha. Read Chapter 2 as you 
construct your mecha. Then skim the topics covered in 
Chapter 3 and you're ready to play! 


CHAPTER Olle: 
CHARACTERS 


MECHA PILOTS ARE AS DIVERSE AS THE 
MACHINES THEY CONTROL. Some are grizzled 
military veterans, others are brilliant scientists, and 
still others are highly trained teenagers who balance 
normal studies with a secret life as a mecha pilot. 
The six basic hero classes and the twelve advanced 
classes presented in the d2o Modern Roleplaying Game 
are all appropriate for Mecha Crusade. Specifically, the 
standard game's advanced classes look like this in the 
futuristic example setting, which posits a war between 
Earth and her solar colonies: 
Soldier: Earth has a large standing army of “peacekeep- 
ers,” and each of the colonies has a smaller security force. 
Martial Artist: Various schools of hand-to-hand combat 
are as common in the future as they are today. 
Gunslinger: In the future, handguns are somewhat less 
important for personal protection than they are today. 
Still, many criminal syndicates and police forces, both on 
Earth and among the colonies, employ Gunslingers 
Infiltrator: Corporate espionage is rampant in 2053, so 
Infiltrators are common. Many seek to steal plans for new 
mecha prototypes and experimental components. 
Daredevil: Holovid entertainment is as popular in the 
20505 as television is today. While special effects can sim- 
ulate most dangerous spectacles, audiences like to see 
entertainers put life and limb at risk. Daredevils are more 
rare than in the early part of the 20th century, however. 
Bodyguard: From captains of industry to important polit- 
ical figures, many luminaries need protecting from the 
crime, terrorism, and warfare that are rampant in 2053. 
Field Scientist: Especially among the colonies, Field 


Scientists are common, because most scientific research is 
done in lonely outposts somewhere in the solar system. 

Techie: Technology is more important than ever, and 
most people rely utterly on the machines around them to 
get the necessities of life. On the colonies, you can’t 
breathe, grow food, or walk around without at least some 
assistance from machines. And when the most important 
units on a battlefield are high-tech suits of powered 
armor, technology is paramount there, too. 

Field Medic: Life is cheap among the security forces, 
especially on Earth, but elite units generally employ Field 
Medics to keep well-trained troopers alive to fight again. 

Investigator: Crime is as common in the future as it is 
today. While Investigators rarely pilot mechas, their inves. 
tigations may bring them in pursuit of criminals who 
can't be apprehended any other way. 

Personality: While the cult of celebrity isn’t as strong in 
2053 as it is in the early part of the century, many holovid 
stars, musicians, and politicians are known across the 
solar system. As the war progresses, some mecha pilots 
may become celebrities themselves. 

Negotiator: Though war has erupted between the 
colonies and Earth, delicate negotiations between the two 
factions continue. And among the colonies, there's a lot of 
negotiation required just to keep the lunar colonies, Martian 
colonies, and more far-flung outposts working together. 


NEW ADVANCED CLASSES 


None of the above classes overtly help you pilot a mecha, 
although you can do so by making wise feat and skill 
choices. The following advanced classes are designed to 
make good mecha pilots regardless of the character's 
other interests. They all have access to the Pilot skill and 
various mecha feats (also described below). 


Mecha Shock Trooper 

Among mecha pilots, the Mecha Shock Troopers are 
regarded as brave—or suicidal. Piloting fast mechas 
designed for melee combat, Shock Troopers close with the 
enemy as quickly as possible, then use their high-tech 
weapons to destroy their foes. It takes great courage to 
fly toward a squad of plasma cannons when everyone 


else is running away, but that’s the job of a Shock Trooper. 
Physical prowess is paramount for the Shock Trooper, who 
relies on his amplified muscles and reflexes to survive on 
the high-tech battlefield 

Select this advanced class if you want your character to 
excel in mecha-vs.-mecha melee combat and the physical 
aspects of mecha operation. 

The fastest path into this advanced class is from the 
Strong hero basic class, though other paths are possible. 


REQUIREMENTS 
To qualify to become a Mecha Shock Trooper, a character 
must fulfill the following criteria 

Base Attack Bonus: +3. 

Skills: Knowledge (mecha) 3 ranks. 

Feat: Mecha Operation. 


CLASS INFORMATION 
The following information pertains to the Mecha Shock 
Trooper advanced class. 


Hit Die 
The Mecha Shock Trooper gains 1dio hit points per level 
The character's Constitution modifier applies. 


ACTION POINTS 

The Mecha Shock Trooper gains a number of action points 
equal to 6 + one-half his character level, rounded down, 
every time he attains a new level in this class. 


CLass SKILLS 

The Mecha Shock Trooper's class skills are as follows. 
Computer Use (int), Drive (Dex), Intimidate (Cha), Jump 

(Str), Knowledge (current events, mecha, popular culture, 

tactics) (Int), Listen (Wis), Pilot (Dex), Profession (Wis), 

Read/Write Language (none), Repair (Int), Speak Language 

(none), Spot (Wis), Tumble (Dex). 


Skill Points at Each Level: 3 + Int modifier. 


TABLE 1-01: THE MECHA SHOCK TROOPER 


Base Attack 

Class Level Bonus Fort Ref will 
ast 4 +2 +0 +0 
and +2 3 +0 +0 
3rd 43 +3 +H #H 
4th +4 +4 +H +H 
sth +5 +4 +4 4H 
6th +6 +5 +2 +2 
7th +7 +5 +2 +2 
8th +8 +6 +2 +2 
gth +9 +6 +3 43 
roth +10 +7 43 +3 


SHOCK TROOPER 


CLASS FEATURES 
All of the following are class features of the Mecha Shock 
Trooper advanced class: 

Mecha Weapons Proficiency: The Mecha Shock Trooper 
gains Mecha Weapons Proficiency as a bonus feat. 

Bonus Feats: At ist, sth, and gth level, a Mecha Shock 
Trooper gets a bonus feat. The bonus feat must be selected 
from the following list, and the Mecha Shock Trooper must 
meet all the prerequisites of the feat to select it: 


Special Defense Bonus Reputation Bonus 
Bonus feats 4 cal 
Weapon Specialization 42 41 
Extra melee damage 42 4 
Knockdown 43 42 
Bonus feat +4 +2 
Improved Grab +4 +2 
Topple +5 43 
Shield block +6 +3 
Bonus feat +6 43 
Supreme Critical 47 +4 


Acrobatic, Combat Reflexes, Combat Throw, Elusive 
Target, Improved Combat Throw, Unbalance Opponent, 
Weapon Focus (any mecha melee weapon) 

Weapon Specialization: At 2nd level, a Mecha Shock 
Trooper gains weapon specialization with a specific melee 
weapon that he also has applied the Weapon Focus feat 
or class feature to. You get a +2 bonus on damage rolls 
with the chosen weapon. 

Extra Melee Damage: A 3rd-level Shock Trooper is par- 
ticularly adept at attacking other mechas with melee 
weapons. Additionally, slam attacks made with the 
mecha’s fists deal damage as if the mecha were one size 
larger than it actually is (Large mechas deal 2d6 points of 
damage, Huge mechas deal 2d8 points of damage, and so 
on). A 3rd-level Mecha Shock Trooper piloting a Colossal 
mecha deals 4d8 points of damage. 

Knockdown: When the Mecha Shock Trooper makes a 
bull rush attempt and pushes his foe back at least 4 
meters, he can forego 2 meters of the push to make a 
trip attempt against that foe that 
doesn’t provoke an attack of 
opportunity. The trip attempt 
occurs at the end of the movement 
from the push. Each additional 2 
meters of push the Mecha Shock 
Trooper foregoes grants a +2 cir- 
cumstance bonus to the trip 
attempt, but the bull rush must still 
move the foe at least 2 meters, 

For example, if the Mecha Shock Trooper 
beats his foe's Strength check by 10 points, 
he can push the foe back a total of 6 meters (2 meters for 
succeeding, and an additional 2 meters for each 5 points 
by which he won the Strength check). He also could push 
his foe back 4 meters, then make a trip attempt, or push 
his foe back 2 meters, then make a trip attempt with a 
+2 circumstance bonus. 

Improved Grab: At 6th level, the Mecha Shock Trooper 
gains the Improved Grab extraordinary ability whenever 
he is piloting a mecha. Improved grab works only on 
opponents at least one size smaller than the Shock 
Trooper's mecha. For more information on Improved Grab, 
see Chapter 8 of the d20 Modern Roleplaying Game. 

Topple: At 3rd level, the Mecha Shock Trooper has 
become adept at knocking other mechas prone, pushing 
them beyond what their gyroscopes and inertial compen- 
sators can compensate for. If the Mecha Shock Trooper 
scores a critical hit in melee against another mecha, that 
mecha’s pilot must succeed at a Reflex saving throw (DC 
equal to damage dealt) or fall prone. A toppled mecha 
also takes damage normally and is subject to the critical 
hit normally (see Chapter 3 of Mecha Crusade for rules on 
critical hits against mechas). 


Shield Block: Against melee attacks, the shield compo- 
nent of an 8th-level Mecha Shock Trooper is more effec- 
tive because the Trooper can anticipate the likely melee 
attacks in any combat situation. The equipment bonus to 
Defense that a shield component provides is doubled 
against melee attacks. For example, a Mecha Shock 
Trooper with a Barricade shield gains a +16 equipment 
bonus to Defense against melee attacks and retains the 
shield’s normal +8 equipment bonus to Defense against 
ranged attacks. 

Supreme Critical: When a 10th-level Mecha Shock 
Trooper scores a critical hit in melee against another 
mecha, he can roll twice on the critical hit table (in 
Chapter 3 of Mecha Crusade), then take the result he likes 


Mecha Ace 
The sheer delight of flying across the sky, the icy calm 
when you've got a target in your sights, and the cama- 
raderie of your squadron after a battle—those are the 
highest virtues of the Mecha Ace. 
The Mecha Ace is a pilot who 
concentrates on the art of the 
maneuver. He is capable of graceful 
swoops, blindly fast evasive maneu- 
vers, and unerring interceptions. 
Ranged weapons are his favorites; he 
likes to deal death from an imperson- 
al distance, Perfect hand-eye coordina- 
tion is taken for granted among Mecha 
Aces, who alternately impress and infuriate 
other mecha pilots with their bravado. 

Select this class if you want to fly better than anyone 
else, and if you want lasers, plasma cannons, and guided 
missiles to be your weapons of choice. You have all the 
derring-do of the World War | fighter ace, brought into 
the 21st century. 

Most Mecha Aces were once Fast heroes, although a 
significant number were Charismatic heroes. 


REQUIREMENTS 
To qualify to become a Mecha Ace, a character must fulfill 
the following criteria: 

Skills: Pilot 6 ranks. 

Feat: Mecha Operation. 


CLass INFORMATION 
The following information pertains to the Mecha Ace 
advanced class. 


Hit Die 
The Mecha Ace gains 1d10 hit points per level. The charac- 
ter’s Constitution modifier applies. 


ACTION PoINTS 


The Mecha Ace gains a number of action points equal to 
6 + one-half his character level, rounded down, every time 
he attains a new level in this 

class. 


2nd level and increases by 1 
6th, 8th, and roth). 


Mecha Ace 


CLASS SKILLS 
The Mecha Ace's class skills are as 
follows. 

Bluff (Cha), Computer Use (Int), 
Drive (Dex), Gamble (Wis), 
Knowledge (current events, 
mecha, popular culture, street- 
wise) (Int), Navigation (Int), Pilot 
(Dex), Profession (Wis), 
Read/Write Language (none), 
Repair (Int), Sleight of Hand 
(Dex), Speak Language (none), 
Spot (Wis), Tumble (Dex). 


MECHA ACE 


Skill Points at Each Level: 
5 + Int modifier. 


CLASS FEATURES 

All of the following are class fea- 
tures of the Mecha Ace advanced 
class: 

Mecha Dodge: A combination 
of quick, darting moves and raw 
velocity makes the Mecha Ace 
hard to hit. When flying in a 
mecha, the Mecha Ace gains a 
+2 dodge bonus to Defense. 

Familiarity: Starting at 2nd 
level, a Mecha Ace gains a bonus 
on Pilot and Repair checks when 
used on a mecha he designates 
as familiar. The same bonus is 
applied to the Mecha Ace's attack 


TORR 


TaBLe 1-02: THE MECHA ACE 


Base Attack 
Class Level Bonus Fort Ref will Special 
ast +0 +0 +2- 4 Mecha Dodge 
2nd 4 +0 43 42 Familiarity +1 
3rd 42 4 43 42 Fly-By Attack 
qth 43 + +4 +2 Familiarity +2 
sth +3, +H +4 +3 Evasive Action 
6th +4 +2 +5 3 Familiarity +3 
qth +5, 42 +5 +4 Instinctive Maneuverability 
8th +6 42 +6 +4 Familiarity +4 
gth +6 43 +6 +4 Improved Evasive Action 
yoth +7 +3 +7 +5 Familiarity +5 


Defense Bonus 


rolls with the mecha’s ranged weapons. This bonus is +1 at 


every two levels thereafter (4th, 


To designate a mecha as familiar, the 


must have operated it for at 


least three months. Minor changes and 
upgrades to the mecha don't affect 
familiarity, but if the Mecha Ace 
switches to a mecha with a different 
size, 
ferent flight system, or more 


different base material, dif 


than one new weapon, he 


must operate it for at least a 
month before he is familiar 
with it. The Mecha Ace can 

be familiar with only one 
mecha at a time. 

Fly-By Attack: When 
piloting a flying mecha, the 
Mecha Ace can take a move 
action (including a dive) and 
an attack action at any 
point during the move. The 
Mecha Ace cannot take a 
second move action during 
a round when it makes a 
flyby attack 

Evasive Action: At 
sth level, the Mecha Ace 
can make a Pilot check to 
lessen the damage dealt by 
a successful against his 

mecha. If the Pilot check 
exceeds the attack roll, the 
damage dealt to the 
Mecha Ace’s mecha is 
halved (round fractions 
down, minimum of 1 point 
of damage). The Mecha 


Reputation Bonus 


4 4 
4 4 
42 42 
42 +2 
+3 +3 
+3 +3 
+4, +4 
+4 +4 
Be) +5 
+5 +5 


CyBoRG 


Ace can make an evasive action check once per round 

Instinctive Maneuverability: At 7th level, the Mecha Ace 
has an instinctive command of the vectored thrusters of 
his mecha. Any mecha he flies improves by one maneu- 
verability class. 


TaBLe 1-03: THE CYBORG 
Base Attack 


Class Level Bonus Fort Ref will 
ast +0 +2 +0 +0 
2nd H +3 +0 +0 
3rd +2 +3 4H 4 
4th 3 +4 4 H 
sth +3 +4 H 4H 
6th +4 +5 42 +2 
7th +5 +5 +2 +2 
8th +6 +6 +2 +2 
gth +6 +6 +3 43 
roth +7 +7 43 43 


Improved Evasive Action: At th level, the Mecha Ace's 
evasive action improves. A successful Pilot check negates 
all damage dealt by the attack. 


Cyborg 
Most mecha pilots blur the line between man and 
machine. Cyborgs obliterate it 

Cyborgs are soldiers—generally but not always mecha 
pilots—who have a number of high-tech machines 
implanted directly into their bodies. A fusion of flesh and 
metal, Cyborgs rely on high-tech components to keep 
their organic parts functioning. As they progress in this 
character class, Cyborg characters acquire more and bet. 
ter machine components. By 10th level, a Cyborg may be 
more machine than man. 

Moreso than many character classes, Cyborg characters 
require some work on the part of the gamemaster. 
Whenever the Cyborg attains another character level, the 
gamemaster should provide the story justification for the 
Cyborg getting the surgery necessary to acquire more 
machine parts. Conversely, gamemaster and players need to 
accept the story conceit that Cyborgs only attain new cyber- 
netic parts when their character has attained a new level. 
Viewed from within the world of Mecha Crusade, Cyborg 
equipment is available at any time. Theoretically, any charac- 
ter can simply have the surgery done and install as much 
cyberware as he likes. But around the game table, it doesn’t 
work that way. Non-Cyborg characters aren't interested in 
cyberware, and for some reason, Cyborgs only get cybernetic 
upgrades when they attain new levels, The story justifica- 
tion might be that the Cyborg character despises his cyber- 
ware, or maybe the surgery is so dangerous that Cyborgs 
need special clearances just to get new implants. 

Select this class if you want to be able to shrug off 
damage that would drop an ordinary character or 
access to special abilities that no other character class 
has. But if you want to interact with NPCs, Cyborg isn’t 
the class for you 


Special Defense Bonus Reputation Bonus 
Cyberware 4 +0 
Bonus feat H +0 
Cyberware +2 4 
Cyberware +2 4 
Bonus feat 43 41 
Cyberware 43 42 
Cyberware +4 +2 
Bonus feat +4 +2 
Cyberware +5 +3 
Cyberware +5 43 


TaBLe 1-04: CYBERWARE 
Level + Con modifier Basic Cyberware 


1 Vehicle 1/0 datajack (+4 equipment bonus on 
Pilot checks) 
2 Synthskin and composite bone (2 free talents, 


‘one each from the Damage Reduction and 
Energy Resistance talent trees) 


3 Blood nanites (heals twice as fast as normal) 

4 Retinal targeter (+1 equipment bonus on 
ranged attacks) 

5 Robotic hand (1d6 lethal slam attack, +2 
equipment bonus to Str) 

6 Servomotor augmentation (+2 equipment 


bonus to your choice of Str, Dex, or Con) 


7 Full-spectrum sensor suite (gain benefit of 
Enigma sensors within 20 meters) 

8 Adrenal booster (+4 Str, +4 Con, -2 Defense 
for 3 + Con modifer rounds, once per day) 

9 Concealed laser pistol (laser generally 
emerges from hand or eye) 

10+ Artificial body (character becomes construct 


but retains Int; HD become dios and cyborg 
gains 10 bonus hit points) 


Many Cyborgs were once Tough heroes, if only 
because Tough heroes tend to appreciate the benefits of 
the Cyborg lifestyle 


Improved Cyberware 


na 


Improved vehicle datajack (as basic, but +6 
on Pilot checks and +4 on Repair checks) 


Improved skin and bone (keep the two free 
talents and pick one more each from the 
Damage Reduction and Energy Resistance 
talent trees) 

Improved blood nanites (heals ten times as 
fast as normal) 

Improved retinal targeter (as basic, but +2 
bonus) 

Improved Robotic Hand (has claws that 
emerge from forearm as free action, deal 1d10 
lethal damage in melee; retain +2 Str bonus) 
Improved servomotors (as basic, but +4. 
equipment bonus) 

Improved full-spectrum (as basic, but 40 
meters) 

Improved adrenal booster (as basic but three 
times per day) 

Improved laser pistol (as basic, but equiva 
lent to heavy laser pistol) 


one-half his character level, rounded down, every time he 
attains a new level in this class 


Class SKILLS 


REQUIREMENTS 
To qualify to become a Cyborg, a character must fulfill the 
following criteria: 

Base Attack Bonus: +2. 

Feat: Endurance. 

Special: Must have been reduced to -1 hit points or 
lower (generally during the battle that concluded the pre- 
vious adventure), then brought back to full health in a 
high-tech hospital. 


The Cyborg's class skills are as follows. 

Computer Use (Int), Craft (electronic, pharmaceutical) 
(Int), Disguise (Cha), Drive (Dex), Knowledge (current 
events, mechas, technology), Pilot (Dex), Read/Write 
Language (none), Repair (Int), Speak Language (none), 
Treat Injury (Wis) 


Skill Points at Each Level: 3 + Int modifier. 


Class FEATURES 


CLASS INFORMATION 
The following information pertains to the Cyborg 
advanced class. 


All of the following are class features of the Cyborg 
advanced class: 
Cyberware: Each time this class feature is earned, the 


cyborg gains a new cybernetic implant or receives an 


Hit Dig 
The Cyborg gains 1d1o hit points per level. The character's 
Constitution modifier applies. 


ACTION PoINTS 
The Cyborg gains a number of action points equal to 6 + 


upgrade to an existing one. The cyborg chooses one piece 
of cyberware from Table 1-04. His Cyborg level plus 
Consititution modifier determines which cyberware he 
can choose. The improved versions of the cyberware listed 
on Table 1-04 can be selected only if the basic version is 
already installed in the Cyborg character. He can’t choose 


the same cyberware twice, except for servomotor aug- 


mentation, which can be chosen up to three times (once 
each for Strength, Dexterity, and Consititution) 

Each piece of cyberware installed grants a cumulative —1 
penalty to Charisma. Replacing basic cyberware with its 
improved counterpart doesn’t increase the Charisma penalty. 

Cyberware is visually obvious to even a casual observer. 
Cyborgs who try to fit into normal society use the Disguise 
skill to hide their implants (DC 10 + 2 per cyberware) 

Bonus Feats: At 2nd, sth, and 8th level, a Cyborg gets a 
bonus feat. The bonus feat must be selected from the fol- 
lowing list, and the cyborg must meet all the prerequi- 
sites of the feat to select it: Alertness, Athletic, Blind- 
Fight, Builder, Cautious, Focused, Great Fortitude, 
Lightning Reflexes, Meticulous, Toughness. 


Weapon Designer 

For the last five years, almost all military research and 
development money goes to one place: mechas. The giant 
robot suits are simply too overpowering and versatile on 
the battlefield to ignore. You're an up-and-coming scien- 
tist with several important components to your name 


WEAPON DESIGNER 


already. And naturally you relish the chance to test your 
designs firsthand. 

The Weapon Designer advanced class combines the 
ability to pilot a mecha with an unparalleled knowledge 
of what makes high-tech powered armor work. Though 
your focus is the weapons systems installed in your 
mecha, you're also adept at eking extra performance out 
of the mecha’s control, servomotor, and flight systems. 

Select this class if you enjoy inventing new mecha com- 
ponents and “souping up” your mecha. You'll be capable 
in a mecha fight, but you're vulnerable outside your suit. 

Smart heroes are the obvious candidates to become 
Weapon Designers, and other character classes will have 
to work hard to achieve the relatively difficult entry 
requirements. 


REQUIREMENTS 
To qualify to become a weapon designer, a character must 
fulfill the following criteria: 

Skills: Computer Use 7 ranks, Craft (electronic) 7 ranks, 
Disable Device 5 ranks. 


CLASS INFORMATION 
The following information pertains to the Weapon 
Designer advanced class. 


Hit Die 
The Weapon Designer gains 1d6 hit points per level. The 
character's Constitution modifier applies. 


ACTION POINTS 

The Weapon Designer gains a number of action points 
equal to 6 + one-half his character level, rounded down, 
every time he attains a new level in this class. 


CLASS SKILLS 
The Weapon Designer's class skills are as follows. 
Computer Use (Int), Craft (electronic, mechanical) (Int), 
Demolitions (Int), Disable Device (Int), Drive (Dex), 
Knowledge (earth and life sciences, mechas, physical sci- 
ences, pop culture, technology) (Int), Navigate (Int), Pilot 
(Dex), Profession (Wis), Read/Write Language (none), Repair 
(int), Research (Int), Search (Int), Speak Language (none). 


Skill Points at Each Level: 7 + Int modifier. 


CLASS FEATURES 
All of the following are class features of the Weapon 
Designer advanced class: 

Bonus Feat: At ist, 3rd, sth, 7th, and gth level, the Weapon 
Designer gets a bonus feat. The bonus feat must be select- 
ed from the following list, and the Weapon Designer must 
meet all the prerequisites of the feat to select it (feats with 


an asterisk are new for Mecha Crusade and are described 
below): Builder, Cautious, Combat Expertise, Control 
Disruption Attack’, Educated, Gearhead, Mecha Operation”, 
Mecha Weapons Proficiency’, Personal Firearms Proficiency, 
Plasma Overboost’, Point Blank Shot, Studious. 

Extreme Mecha Weaponry: At 2nd level, a Weapon 
Designer knows mecha technology well enough to push 
it beyond its tested limits. 

By spending 1 action point and making a Craft (elec- 
tronic) skill check, the Weapon Designer can temporarily 
improve a mecha weapon's performance—at the risk of 
causing the mecha to need repairs later. The DC for the 
Craft check depends on the type of improvement being 
made, as shown on the table below. 


Improvement Craft DC Repair Chance (d%) 


+10n damage a 01-25 
+2 on damage 20 01-50 
+3 on damage 25 01-75 
+2 m to range increment 5 01-25 
+4 m to range increment 25 01-50 
+1 equipment bonus on attack 20 01-25, 
+2 equipment bonus on attack 25, 01-50 
+3 equipment bonus on attack 30 01-75, 


The Weapon Designer performs the extreme modifica- 
tions in 1 hour. She can’t take 10 or take 20 on this check. 
If the check succeeds, the improvement lasts for a num- 
ber of minutes equal to her weapon designer class level, 
beginning when the component is first used. The Weapon 
Designer selects the single improvement she wants to 
make prior to making the check. After the duration of the 
effect ends, the component reverts to its previous state 
and a repair chance percentile roll is made. The result of 
this roll indicates whether or not the component requires 
repairs before it can be used again. 

Build Weapon System: Given time, a 4rd-level Weapon 
Designer can assemble weapon components out of off-the- 
shelf parts. Because mecha components aren't bought and 


Taste 1-05: THE WEAPON DESIGNER 


Base Attack 
Class Level Bonus Fort Ref will 
ast +0 +0 +0 +2 
and 4 +0 +0 8 
3rd H 4 4H B 
4th +2 H cal +4 
sth 42 4 + +4 
6th 3 42 42 +5 
7th 43 +2 +2 +5 
8th +4 +2 +2 +6 
gth +4 +3 +3 +6 
roth +5 43 43 +7 


sold on the open 
market, they're meas- 
ured in build points, 
which represent the 
amount of high-tech 
and experimental 
gear used to con- 
struct them. Most 
military units that employ 
mechas simply give their 
junior officers a budget in 
build points, and the officers 
requisition the right mecha 
components for the mission. 

A Weapon Designer can requisition basic components 
and combine them in unorthodox ways to get more bang 
for the build point. To build a weapon system, select a 
component from Chapter 2 of Mecha Crusade, then spend 
half its build point cost in build points and one-tenth its 
build point cost in experience points. For example, if 
you're trying to build a Dragon flame thrower (3,000 bp), 
it'll cost you 1,500 build points and 300 XP. It takes one 
day (more or less uninterrupted) to construct a weapon 
component for each 1,000 build points in its full cost. 

Extreme Mecha Thrusters: This class feature, attained at 
6th level, functions exactly as Extreme Mecha Weaponry 
above, except that it allows the weapon designer to cus- 
tomize the flight systems on his mecha, according to the 
table below. 


Improvement CraftDC Repair 
Chance (4%) 
+2 equipment bonus on Pilot checks 15 01-25 
+4 equipment bonus on Pilot checks 20 o1-50 
+6 equipment bonus on Pilot checks 25, oO-75, 
Improve maneuverability by 
one category 25 01-25 
+o m bonus to fly speed 15 01-25 
+20 m bonus to fly speed 25 01-50 
+40 m bonus to fly speed 35 O1-75 
Special Defense Bonus Reputation Bonus 
Bonus feat 4H +0 
Extreme Mecha Weaponry +1 +0 
Bonus feat +2 H 
Build Weapon System 42 H 
Bonus feat 43 4 
Extreme Mecha Thrusters +3 42 
Bonus feat +4 +2 
Build Flight System +4 42 
Bonus feat +5 43 
Mecha Design Genius +5 +3 


If repairs are needed after 
you've souped up the control sys- 
tems to get a bonus on Pilot 
checks, the mecha’s controls still 
work, but poorly: take a—10 
penalty on Pilot checks until 
repairs are made. Likewise, if you 
improve the maneuverability 
rating of your mecha and 
repairs are required afterward, 
your mecha has a maneuver- 
ability rating of clumsy until 
repairs are made. But if the 
thrusters fail (which might 
happen if you take the speed 
boosts above), the mecha 
plummets from the sky, tak- 
ing 1d6 points of damage 
for each 4 meters fallen 
(20d6 maximum). A series 
of klaxons and warning 
lights indicate if and 
when the thrusters stop 
working. 
Build Flight System: 
The 8th-level 
Weapon Designer has branched out from armaments to 
aerodynamics, avionics, and other flight-related disci- 
plines, She now can design flight-related components 
(anything listed in the Flight Gear section of Chapter 2) 
using the same rules described in Build Weapon System, 
above. For example, a Weapon Designer can build Delta 
thruster boots for a Large mecha (4,000 build points) by 
spending 4 days, 2,000 build points, and 400 XP. 

Mecha Design Genius: The 10th-level Weapon Designer 
is on the cutting edge of mecha creation, and other 
mecha builders regularly seek her advice on the intrica- 
cies of everything from servomotor heat-baffles to molec- 
ular differences in orbit-forged aluminum alloys. The 


TASLE 1-06: THE SLEEPER AGENT 


Base Attack 


Class Level Bonus Fort Ref will 
ast +0 +2 +2 +0 
and 4 8 +3 +0 
3rd +2 3 +3 +H 
4th 43 +4 +4 4 
sth | 4B +4 +4 4 
6th, +4 +5 +5 +2 
7th, +5, 45 +5 +2 
8th n +6 +6 +6 +2 
gth +6 +6 +6 +3 
10tl +7 +7 +3 


Weapon Designer can build a complete mecha—base 
body, structural options, and all components—of her own 
design. This functions as the Build Mecha Weapon and 
Build Flight System class features above, except that the 
Weapon Designer can build an entire mecha. For example, 
a 10th-level Weapon Designer can build the equivalent to 
a Silvereye mecha (28,000 build points) by spending 28 
days, 14,000 build points, and 2,800 XP. 


Sleeper Agent 

By the middle of the 21st century, the techniques of hyp- 
nosis, psychology, nanomedicine, and neuroscience have 
created a new kind of spy: the Sleeper Agent. The term 
used to mean an agent left “sleeping” undercover without 
a mission for years at a time. Now it means a spy who 
doesn’t even realize she is a spy. 

Sleeper Agents are programmed with hundreds of pass- 
words, cover identities, drop points, and other tools of the 
spy trade. But they're buried so deep within the Sleeper's 
brain that even the most persistent interrogation won't 
reveal the Sleeper Agent's objective, employer, or mission 
details. Only a coded message—often delivered verbally, 
but sometimes embedded in a computer graphics file— 
will do the trick. The Sleeper Agent remembers what she 
needs to know, then forgets it at the end of the mission. 
Or at least that’s how it works in theory. In practice, the 
brain of a Sleeper Agent sometimes releases information 
before it’s supposed to, and its ability to delete unneeded 
memories is rarely perfect. 

Player characters are these “imperfect” Sleeper Agents. 
They're troubled by strange dreams of people they've 
never met, and sometimes an unusual phrase in casual 
conversation releases a flood of technical information 
about a mission the character hasn't been assigned to— 
yet. The central conceit about the Sleeper Agent character 
is that each time she gains a level, she unlocks a little 
more of her own head. 

In the world of Mecha Crusade, Sleeper Agents chase 
after the tastiest of espionage prizes: mecha weapon 


Special Defense Bonus Reputation Bonus 
Extra Occupation +4 +0 
Autohypnosis 4 +0 
Contact, low-level +2 4H 
Extra Occupation +2 H 
Extra Talent +3 +4 
Contact, mid-level 3 42 
Extra Occupation +4 42 
Extra Talent +4 42 
Contact, high-level +5 43 
Extra Occupation 45 43 


designs and sometimes even prototype mechas them- 


selves. Because Sleeper Agents generally don't come back 
in for retraining, they have both nonmecha and mecha 
combat prowess hard-wired into their brain. Every spy 
gets a different set of skills tailored to specific missions, 
but almost every Sleeper Agent has an expert martial 
artist, qualified marksman, and mecha test pilot locked 
away somewhere in her head 

Select this class if you'd rather steal someone else’s cool 
mecha than build your own. If you want to be in the mid- 
dle of the action whether you're in your mecha or not, the 
Sleeper Agent is for you. The Sleeper Agent class also 
allows a high degree of customization—there’s no telling 
what training is buried in your brain—so it’s a good choice 
if you like playing against type. 

Many Sleeper Agents were once Dedicated heroes, 
because they're likely to survive the months of brainwash- 
ing, neurosurgery, and deep hypnosis with their sanity 
intact. 


REQUIREMENTS 
To qualify to become a Sleeper Agent, a character must 
fulfill the following criteria: 
Skills: Concentration 4 ranks, Sense Motive 6 ranks. 
Feats: Alertness or Attentive. 


CLASS INFORMATION 
The following information pertains to the Sleeper Agent 
advanced class. 


Hit Die 
The Sleeper Agent gains 1d8 hit points per level. The char- 
acter’s Constitution modifier applies. 


ACTION PoINTs 

The Sleeper Agent gains a number of action points equal 
to 6 + one-half his character level, rounded down, every 
time he attains a new level in this class. 


CLASS SKILLS 
The Sleeper Agent's class skills are as follows 

Balance (Dex), Bluff (Cha), Concentration (Con), Disguise 
(Cha), Disable Device (Int), Escape Artist (Dex), Hide (Dex), 
Investigate (Int), Knowledge (any) (Int), Listen (Wis), Move 
Silently (Dex), Pilot (Dex), Profession (Wis), Read/Write 
Language (none), Search (Int), Sleight of Hand (Dex), Speak 
Language (none), Spot (Wis). 


Skill Points at Each Level: 7 + Int modifier. 
CLass FEATURES 


All of the following are class features of the Sleeper Agent 
advanced class: 


Extra Occupation: At 1st, 4th, 7th, and 10th level, the 
Sleeper Agent gains access to one of her alternate identi- 
ties. In additional to a crushing amount of mundane per- 
sonal information, the character learns a new occupation. 
Select any occupation listed in Chapter 1 of the 
d20 Modern Roleplaying Game whenever you attain this 
class feature. As long as you meet its prerequisites, you 
get all the benefits listed except for the Wealth Bonus 
Increase. For example, a 1st-level Sleeper Agent could 
awaken an alternate identity that was a low-level investi- 
gator for Unified Earth Police. Her player would select the 
Law Enforcement occupation described in the 
d20 Modern Roleplaying Game and choose Gather 
Information and Intimidate as permanent class skills. She 
also could take Light Armor Proficiency as a bonus feat, 
but she wouldn't get the +1 wealth bonus increase that 
goes with the Law Enforcement occupation. 

Autohypnosis: The Sleeper Agent gains access to the 
Autohypnosis skill, which is always considered a class skill 
for her. She can use her skill points to buy ranks in 
Autohypnosis, just like other 
skills in the game. Characters 
who aren't Sleeper Agents 
can't purchase ranks in 
Autohypnosis. 


SLEEPER AGENT 


Mart Harton 


Autohypnosis (Wis): Trained only. You have trained your 
mind to resist certain injuries and threats while also gain- 
ing a few select benefits. 

Check: The DC and effect depend on the task you 
attempt. 


Task pe 
Memorize aL 
Tolerate Poison’s 
poison DC 
Willpower 20 
Scour deep 

memories 20 


Memorize: You can 
attempt to memorize a long 
string of numbers, a long 
passage of verse, or a partic- 
ularly diffucult piece of information. Each successful check 
allows you to memorize up to 250 words or the equivalent 
of what could be comfortably contained on single sheet of 
paper. You always retain this information; however, you 
can recall it only with a successful Autohypnosis check 

Tolerate Poison: In response to being poisoned, you can 
make an Autohypnosis check on your next action. A suc- 
cessful check grants you a +4 morale bonus on your sav- 
ing throw to resist the poison’s secondary damage. 

Willpower: If reduced to o hit points (disabled), you 
may make an Autohypnosis check. If successful, you can 
perform a strenuous action without taking 1 point of 
damage. A failed check carries no penalties—you can 
choose not to perform the strenuous action. If you do per- 
form the strenuous action after failing the check, you take 
1 point of damage, as normal. 

Scour Deep Memories: If you fail at a Knowledge check 
or similar check that doesn't ordinarily allow a retry, you 
can take a full-round action to search your trove of 
implanted memories for something helpful. If you suc- 
ceed at an Autohypnosis check (DC 20), you may retry the 


TABLE 1-07: THE WING CAPTAIN 


Base Attack 
Class Level Bonus Fort Ref will 
ast +0 +0 4H 42 
and +H +0 +2 43 
3rd 42 cal +2 +3 
4th +3 ual +2 +4 
sth 43 H 43 +4, 
6th +4 +2 +3 +5 
7th 45 +2 +4 +5 
8th +6 +2 +4 +6 
gth +6 43 +4, +6 
10th +7 43 +5 +7 


original check with a +4 morale bonus. You can scour your 
memories only once per check. 

Try Again? For memorize, you can make a check once 
per round. You can’t try again to tolerate poison. You can't 
try again in the same round for willpower. 

Special: You can take 10 on Autohypnosis checks, but 
you can't take 20. 

Most uses of 
Autohypnosis are attack 
actions. Willpower is a 
free action that can be 
attempted once per 
round. Scour deep memo- 
ries is a full-round action. 

Contact: A Sleeper 
Agent of 3rd level or high- 
er knows passwords and 
other secret signals that 
tie her into a network of associates and informants. Each 
time the sleeper agent gains a contact, the GM should 
develop a supporting character to represent the contact. 
The player can suggest the type of contact his or her char- 
acter wants to gain, but the contact must be an ordinary 
character (not a heroic character, as described in the d2o 
Modern Roleplaying Game). 

Note that not all these contacts are Sleeper Agents 
themselves. They certainly might be, or they might be 
less-important agents that simply have orders to “give 
the customer whatever she wants if she gives you the 
three-fingered handshake.” The Sleeper Agent can use 
these contacts for whatever she likes, even if it has noth- 
ing to do with (or actively opposes) the original mission 
for which she was programmed. Most spy operations are 
compartmentalized so that no one knows the whole mis- 
sion, and even the curious wouldn't expect an accurate 
answer from a Sleeper Agent. 

Contacts include informants, black marketeers, crime 
lords, journalists, street people, store clerks, air-taxi drivers, 
and others who can provide limited aid and information. 


Special Defense Bonus Reputation Bonus 
Leadership +0 +H 
Exploit weakness 4 H 
Bonus feat Bal cal 
Plan 4H +2 
Small-unit tactics +2 42 
No sweat +2 +2 
Bonus feat +2 +3 
Uncanny survival +3 +3 
Sixth sense 43 43 
Fast tactics 43 $34 


A contact will not accompany a Sleeper Agent on mis- 
sions or risk his or her life. A contact can, however, provide 
information or render a service (make a specific skill check 
on your behalf). 

The Sleeper Agent can't call on the same contact more 
than once in a week, and when she does call on a contact, 
compensation may be required for the assistance he or 
she renders. In general, a professional associate won't be 
compensated monetarily, but instead will consider that 
the Sleeper Agent owes him or her a favor. The GM char- 
acter will call on a favor in return when the opportunity 
arises. Contacts with underworld or street connections 
usually demand monetary compensation for the services 
they render, and experts in the use of skills normally want 
to be paid for the services they provide. 

For underworld or street contacts, this expense is repre- 
sented by a Wealth check against a purchase DC of 10 for 
the low-level contact, 15 for the mid-level contact, or 20 
for the high-level contact. For skilled experts, the pur- 
chase DC is 10 + the ranks the expert has in the appropri- 
ate skill. 

Extra Talent: At sth and 8th level, the Sleeper Agent gains 
a bonus talent, which can be chosen from any talent tree 
from a base class in which the character has at least one 
level. The character must meet the prerequisites normally. 


Wing Captain 

Because they're extraordinarily expensive, mechas usually 
work in small units on the battlefield. But they're such 
versatile tools that it takes an incisive, strategic mind to 
coordinate their efforts. It’s not easy simultaneously plan- 
ning tactics for a half-dozen or more 30-foot-tall armored 
giants with lasers and missiles and staying alive yourself. 
That's where the Wing Captain comes in. An officer 
trained in small-unit tactics and familiar with mechas, he 
leads from the front of the formation in a mecha of his 
own. The Wing Captain isn’t always literally a captain, 
ranks vary widely in the many armies and paramilitary 
organizations that exist in 2053. The Wing Captain gener- 
ally acts as commander to three to six other mechas (the 
other player characters, in other words), and has the rank 
to back up his orders. But few Wing Captains are that 
spit-and-polish. When your comrades bristle with plasma 
guns and guided missiles, you want to lead through 
respect, not because you have an extra stripe on your 
mecha’s shoulder. 

Select this class if you want to play a character who 
acts as a “coach” for the other players and enjoys outwit- 
ting his foes before he outfights them, but realize that 
you're sacrificing some of the focus that other advanced 
classes, particularly the Mecha Shock Trooper and the 
Mecha Ace, offer. 


Most Wing Captains were once Charismatic heroes. Your 
brilliant strategies don't mean a thing if no one is listening. 


REQUIREMENTS 
To qualify to become a Wing Captain, a character must 
fulfill the following criteria: 


Skills: Diplomacy 6 ranks, Knowledge (strategy) 3 ranks. 


Feats: Mecha Operation, Renown. 


CLASS INFORMATION 
The following information pertains to the Wing Captain 
advanced class. 


Hit Dig 
The Wing Captain gains 148 hit points per level. The char- 
acter’s Constitution modifier applies. 


ACTION POINTS 

The Wing Captain gains a number of action points equal 
to 6 + one-half his character level, rounded down, every 
time he attains a new level in this class. 


WING CAPTAIN 


Miwaet Nocucni/CHester LAQUiAN LAWRENCE 


Chass SKILLS 
The Wing Captain's class skills are as follows. 

Bluff (Cha), Computer Use (Int), Diplomacy (Cha), Drive 
(Dex), Gather Information (Cha), Intimidate (Cha), 
Knowledge (behavioral sciences, civics, current events, 
mechas, popular culture, strategy) (Int), Navigate (Int), 
Pilot (Dex), Profession (Wis), Read/Write Language (none), 
Sense Motive (Wis), Speak Language (none), Spot (Wis) 


Skill Points at Each Level: 7 + Int modifier. 


CLASS FEATURES 
All of the following are class features of the Wing Captain 
advanced class: 

Leadership: By directing the actions of others, a Wing 
Captain can increase his chances of success. This requires a 
Diplomacy check (DC 10 + the number of allies to be assist- 
ed) and a full-round action. A success grants a competence 
bonus on all his allies’ skill checks for 1 minute (or a single 
task if it requires more 
plete). The bonus is 
equal to the Wing 
Captain's Charisma 
bonus. All allies to be 
affected must be within 
visual or radio range of 
the Wing Captain, and 
must be able to understand him. 

Exploit Weakness: At 2nd level, the Wing Captain can 
designate one opponent and use superior strategy to gain 
an advantage. The Wing Captain uses a move action and 
makes a Knowledge (strategy) check. If the check suc- 
ceeds, for the rest of the combat the Wing Captain may 
use his Intelligence score rather than his Strength or 
Dexterity scores for attack rolls as he finds ways to out- 
think his opponent and notices weaknesses in his oppo- 
nent's tactics, 

Bonus Feat: At 3rd and 7th level, the Wing Captain gets 
a bonus feat. The bonus feat must be selected from the 
following list, and the Wing Captain must meet all the 
prerequisites of the feat to select it (feats with an asterisk 
are new for Mecha Crusade and are described below): 
Attentive, Confident, Educated, Iron Will, Mecha Weapons 
Proficiency*, Mecha Tactician*, Metabot Leader’, Personal 
Firearms Proficiency, Trustworthy. 

Plan: Prior to a dramatic situation, either combat- or skill 
related, the Wing Captain can develop a plan of action to 
handle the situation. Using this talent requires preparation; 
a Wing Captain can’t use this talent when surprised or 
otherwise unprepared for a particular situation. 


The Wing Captain makes a Knowledge (strategy) check 
(DC 10). The result of the check provides the Wing Captain 
and his allies with a circumstance bonus. A Wing Captain 
can't take 10 or 20 when making this check. 


Check Result Bonus 
g or lower +0 (check failed) 
10-14 4 
15-24 +2 
25 or higher +3 


This bonus can be applied to all skill checks and attack 
rolls made by the Wing Captain and his allies, but the 
bonus only lasts for the first 3 rounds. After that time, 
reduce the bonus by 1 point (to a minimum of +0) for 
every additional round the situation continues, as the 
vagaries of circumstance begin to unravel even the best- 
laid plans. 

Small-Unit Tactics: Beginning at sth level, a Wing 
Captain can use his tactical knowledge to direct his allies 
during a battle. By using 
his attack action, the Wing 
Captain can grant any one 
ally (not including himself) 
within range (see below) a 
competence bonus on 
attack rolls or a dodge 
bonus to Defense and 
Reflex saving throws. The 
bonus is equal to the Wing Captain's Intelligence bonus 
and lasts a number of rounds equal to 1dq4 + the Wing 
Captain's Charisma modifier. 

With a full-round action, the Wing Captain grants the 
selected bonus to all of his allies (including himself) within 
range (see below). In this case, the bonus lasts a number of 
rounds equal to the Wing Captain’s Charisma modifier. 

Allallies to be affected must be within visual or radio 
range of the officer, and must be able to understand him. 

No Sweat: Starting at 6th level, whenever a Wing 
Captain spends 1 action point to improve the result of a 
die roll, he rolls an additional 1d6. He can then discard the 
lowest die roll and add the other(s) to his d2o roll. 

Uncanny Survival: Beginning at 8th level, the Wing 
Captain can add his Wing Captain levels to his Defense for 1 
round, once per day. He must declare this at the beginning 
of his turn, and the Defense bonus lasts until his next 
round of actions. 

This ability comes in handy when the Wing Captain’s 
tactics and subordinates aren't enough, and he is forced 
to withdraw from the field of combat. The boost to 
Defense helps to ensure that the Wing Captain escapes 
to lead again. 


Fast Tactics: At 9th level, the Wing Captain requires less 
time to direct his allies. He can direct a single ally with a 
free action or all allies with an attack action. Even so, the 
Wing Captain can use fast tactics only once per round. 

Sixth Sense: At 10th level, the Wing Captain becomes a 
near-legendary commander who seemingly knows what 
the enemy will do before the enemy knows. Whenever 
the Wing Captain spends an action point during mecha 
combat, he gets to add an additional 1d6 to the result. So 
if a 10th-level Wing Captain/gth-level Charismatic hero 
normally rolls 346 when making the appropriate skill 
check, he now rolls 4d6. 

The Wing Captain's sixth sense ability applies to attack 
rolls and relevant skill checks such as Pilot, Tumble, and 
Spot. Sixth sense can be combined with the 6th-level abil- 
ity, no sweat. 


The following feats augment those described in the 
20 Modern Roleplaying Game. 


ADVANCED MECHA OPERATION 
You've received advanced training or extensive practice 
in mecha movement. 

Prerequisite: Mecha Operation feat. 

Benefit: Choose a size of mecha (Large, Huge, 
Gargantuan, or Colossal). When you are piloting a mecha 
of the appropriate size, you gain a +1 dodge bonus to 
Defense. Furthermore, armor penalties for operating the 
mecha are 2 less than they would otherwise be (mini- 
mum penalty -o). 


ANTIARMOR SABOTEUR 
You know how to exploit the weak spots of many mecha 
designs, employing explosives and personal weapons at 
close range to hit tiny flaws and delicate electronics. 
Prerequisite: Demolition 3+ ranks. 
Benefit: When attacking a mecha, you can ignore its 
hardness if you are within 12 meters of it. You cannot 


use this feat if you are in a mecha yourself because your 
sensors and weapons lack the precision to hit such tiny 
areas. 


CONTROL DISRUPTION ATTACK 
You are adept at channeling electricity into an enemy 
mecha’s control system. 
Prerequisite: Base attack bonus 8+, Precise Shot 
Benefit: If you threaten a critical hit with an electricity 
attack against another mecha, you may automatically 
confirm the critical. If you do, the enemy mecha is auto- 
matically stunned for 2dq rounds 


HAIR TRIGGER 
You have developed a delicate sense of timing, and your 
area attacks hit your foes when they're ill-prepared to 
defend against them. 

Prerequisite: Base attack 6+. 

Benefit: Whenever you make an attack from your 
mecha that requires enemies to make Reflex saving 
throws, the DC for such saves is increased by +2 


INDIRECT FIRE 

You can aim heavy weapons in high, arcing paths to hit 
foes you don’t have line of sight to, relying on sensor 
data, an observer, or guesswork 

Prerequisite: Base attack 4+. 

Benefit: You can strike an opponent you don’t have 
line of sight to. It takes a full-round action to make an 
indirect fire attack. First, designate the 2-meter square 
you wish to attack, then make a ranged attack roll with 
the following modifiers. 


Condition modifier 

Target square acquired 

through sensor readings 

(Oracle or similar) +0 

Target square acquired 

from observer +2 

Successive shots cumulative +1 per previous 
shot (maximum 
bonus of +5) 


cumulative +2 
per previous 
shot (maximum 
bonus of +10) 


Observer is providing feedback 


The above modifiers are the only ones that apply; 
other feats and components don’t provide attack roll 
modifiers during indirect fire, and your size and 
Dexterity don’t matter. Nor does the range increment 
Because the weapon is being fired in a high, ballistic arc, 
it can shoot out to 20 range increments. 


Even if your attack misses, it'll land according to the 
scatter rules in the d2o Modern Roleplaying Game. 

If you hit a 2-meter square, you don't necessarily hit a 
character in it. Characters have full concealment (and 
thus a 50% miss chance) from indirect fire that lands in 
their square. The most effective indirect fire weapons 
have area effects, and those strike everyone within the 
area normally. 

You can't use indirect fire with plasma or laser 
weapons, and indirect fire is ineffective if the target has 
cover above them (the attack strikes the cover instead). 


IMPROVED TRANSFORM 
You can rapidly transform your 
mecha’s shape to meet the chang- 
ing needs of the battlefield. 
Benefit: When you pilot a mecha 
with the Basic Transform or 
Advanced Transform structural 
options, you can transform as a 
move action 
Normal: Transforming a mecha 
into another configuration is ordi- 
narily a full-round action. 


IMPROVED MANEUVERABILITY 

You exhibit an uncanny ability to 

make complex aerial maneuvers 

with a flying mecha you're piloting 
Benefit: When you pilot a flying mecha, your maneu- 


verability class is one category better than it would oth- 


erwise be. This benefit stacks with any similar benefits 
granted from mecha components or class features. For 
example, a mecha pilot with Delta D-8 thrusters (poor 


maneuverability), Kestrel maneuver wings (+1 category), 


Mecha Weapons and 020 Modern Feats 


If you have the Mecha Weapon Proficiency feat, any 
feats that apply to firearms (such as Double Tap and 
Strafe) also apply to relevant ranged mecha 
weapons. You can strafe with a Comet gatling laser, 
for example, or fire twice with a Longshot mass 
driver. 


Melee-oriented feats from the Brawl and Combat 
Martial Arts trees don’t apply if you're piloting a 
mecha, although characters with the Mecha 
Operation feat threaten all areas within reach of 
the mecha, and making a slam or other melee 
attack with a mecha doesn’t provoke an attack of 
opportunity. Feats from the Defensive Martial Arts 
tree function normally for characters in mechas. 


“TP a 


7 levels in the Mecha Ace advanced class (+1 category), 
and the Improved Maneuverability feat (+1 category) has 
perfect maneuverability. 

Normal: A mecha’s maneuverability class depends on 
its thruster components. 


Laser Dazzie 
You can fire your laser weapons at an enemy mecha’s sen- 
sors, temporarily blinding its pilot. 
Prerequisite: Base attack bonus 8+, Precise Shot. 
Benefit: As a standard action, you can attempt to blind 
an enemy mecha by making a single attack. The attack 
deals normal damage if successful, and your foe 
must succeed at a Reflex save (DC 15) or be blind- 
ed for 1dq rounds. 


MECHA OPERATION 
You have basic familiarity with how to 
pilot a mecha. 
Benefit: You no longer suffer the 
restrictions on movement and penal- 
ties on skill checks for being unfamiliar 
with mecha controls. You can move 
normally in a mecha and generally per 
form any action you could if you 
weren't inside a mecha, subject to the 
obvious limitations of size. You threat- 
en areas within your reach even if 
unarmed—the steel fists of your mecha are potent 
weapons in their own right 

Normal: Characters without this feat suffer a—4 penal- 
ty on Pilot checks and any skill checks to which an armor 
penalty would apply. Furthermore, they cannot run or 
charge. 


MECHA WEAPON PROFICIENCY 
You know how to acquire targets and fire your mecha’s 
weapons using your onboard computers and sensors. 
Benefit: You no longer suffer the standard penalties on 
attack rolls while you're in your mecha. You can use any 
feats that refer to firearms with your ranged mecha 
weapons 
Normal: Characters without this feat suffer a —4 penal- 
ty on attack rolls made while they're in a mecha cockpit. 
Firearm feats don’t ordinarily apply to ranged mecha 
weapons. 


MECHA TACTICIAN 

You can coordinate the efforts of multiple mechas to 
great effect in battle. 

As long as allied mechas remain in tactical 
communication with you, they gain a +1 morale bonus on 
attacks and Will saves against fear. Other pilots in your 


Benefi 


mecha gain the same bonus. The effect lasts for 5 rounds, 
plus an additional round for each point of Charisma 
bonus you have. 


METABOT LEADER 
You are adept at coordinating the efforts of multiple 
copilots. 

Prerequisite: Mecha Tactician. 

Benefit: When you are the main pilot of a mecha, copi- 
lots in the same mecha gain a +1 circumstance bonus on 
attacks and checks. 


PLASMA OVERBOOST 
By disabling safeguards and shunting 
auxiliary power into your plasma 
weapons, you can attain greater 
destructive power at the expense 
of accuracy. 
Prerequisite: Base attack 
bonus 8+, Repair 6+ ranks. 
Benefit: When firing a plas- 
ma weapon, you can volun- 
tarily take a penalty of up to 
-5 on your attack roll. If you 
do, the weapon deals an 
additional 1d6 points of damage for each -1 penalty you 
took. The attack penalty persists until the beginning of 
your next turn, but the additional damage applies only 
to the next single attack you make. 


THRUSTER BLAST 

By directing your vectored thrusters all around your 
mecha, you can kick up a cloud of dust and debris that 
obscures the battlefield. 

Prerequisite: Pilot 10+ ranks. 

Benefit: You can aim your thruster exhaust toward 
the ground to create a hemispherical cloud. If you are 
within 10 meters of the ground and there's loose debris 
or dust there, you can create a cloud with a 20-meter 
radius centered directly below you. The winds so gener- 
ated snuff out small fires and give guided missiles 
attacking you a —4 penalty on their attack rolls. 
Creatures without eye protection caught within the 
debris cloud are blinded while inside and for 1 round 
after emerging. The debris cloud grants anyone inside it 
50% concealment. Mechas with Enigma sensor suites 
ignore the concealment effect. 

Because mechas have vectored thrust systems, your 
flight path isn't affected by where you're aiming your 
exhaust. You don’t have to hover or fly upward to create 
the cloud. 


SKILLS 


Skills function as described in the d20 Modern Roleplaying 
Game. Their applications may vary a little—in 2053, the 
Drive skill lets you operate a hovercar, for example—but a 
hovercar is functionally an automobile so the difference 
doesn't matter. 

Two skills, Knowledge (mecha) and Pilot, deserve fur- 
ther mention here. 

KNOWLEDGE (MECHA) 
Anew subcategory of the 
Knowledge skill, Knowledge 
(mecha) allows identification 
r of specific models of mechas 
- and components. Generally, 
identifying a mecha model is DC 10 
("That's a Templar-Zero!”). Identifying a 
specific component is DC 20 (“Watch out—those 
are Talon missiles!”). Identifying a specific pilot inside a 
mecha is DC 30, and it’s only possible if the mecha has 
some outward insignia or the character with Knowledge 
(mecha) can observe the mystery mecha for at least a few 
minutes. 

The Knowledge (mecha) skill also will let a character 
estimate the build point total of a heretofore unseen 
mecha design. The DC for the check is 10 + 5 per 10,000 
build points. The GM doesn't tell the player what the DC 
for the check is, obviously. On a successful check, the 
character knows the build point value of the mecha 
within 10%. 


Pilot 
For simplicity’s sake, we've adopted a flight maneuver- 
ability system that depends more on the quality of the 
mecha than on the pilot's skill for simply getting from 
place to place. You don't have to make Pilot checks to fly 
across the battlefield—it simply takes too long around 
the gaming table. Moving on the ground is even easier. 
You simply do so as if you were a larger creature, making 
2-meter adjustments, moving, and charging normally. 

But a good Pilot skill bonus still matters because your 
Pilot skill acts as a ceiling for certain skills you might use 
while piloting a mecha. Ifa skill has an armor penalty, you 
use the lower of your Pilot bonus or the relevant skill 
bonus when you're making a check. For example, if you 
want to fly around and behind another mecha using the 
Tumble skill, you'll attempt a Pilot check or a Tumble 
check, whichever is lower. 

Chapter 3 lists other instances when the Pilot skill is 
important during combat. 


OccuPATIONS AND WEALTH 
Mecha Crusade uses the occupations in the d2o Modern 
Roleplaying Game, almost without modification. The sug- 


gested campaign setting is only 5 years in the future, so 
there are still plenty of similarities to the modern world. 

One change you may want to make to give your cam- 
paign a more anime flair: reduce all the age prerequisites 
in the occupation listings by two years or more. A lot of 
Japanese mecha cartoons or manga feature teens—often 
young teens—behind the controls of ultrapowerful 
mechas, Chalk it up to cultural differences and include or 
exclude it in your game as you like 


WEALTH 

The d20 Modern Roleplaying Game has a detailed but 
flexible wealth system, in which characters have a Wealth 
bonus and pay for items, each of which has a DC. But 
Mecha Crusade measures mecha costs in build points 
rather than attaching an actual value or a Wealth pur. 
chase DC. Why? 

It’s not good for the game if characters depend on one 
die roll for so much. If each mecha had a purchase DC, 
lucky players would 

get the mecha of 
their dreams, 


while their comrades would have to make do with weaker 
mechas or risk going without one entirely. Worse, the 
players would all become Dilettantes to get the best 
mechas possible. And with mechas so important to the 
game, who could blame them? 

The assumption in Mecha Crusade is that the players 
get assigned their mechas for specific missions. As they 
get better at what they do (and go up in level), they get 
assigned better mechas. However, mecha pilots have a 
certain star quality in the military of 2053, so the player 
characters’ superior officers will usually do what they can 
to get the characters the mecha gear they want 

Here’s what it might sound like in the game world: 
“Foxtrot team, in 12 hours you'll infiltrate the security cor 
don around the Subic Bay Supply Depot, then destroy 
whatever ammunition and fuel you find there.” 

“Right away, sir,” reply the player characters. “We'll 
need Silvereye mechas with chameleon coating, and at 
least one of us should have an M-53 Barracuda rocket 
launcher to handle the actual target. Oh, and let's get 
energy swords so we can take out light targets without a 
lot of noise.” 

Around the game table, the conversation sounds only a 
little different. "The general describes the mission: in 12 

hours, you are to sneak through the security cordon at 
Subic Bay and destroy the supply depot. He'll 

authorize up to 20,000 build points each for your 
mechas,” says the GM. The players then eagerly 
plan what mechas they'll use and which compo: 
nents they'll buy. The player's knowledge of the 
build point total parallels their characters’ 
knowledge of what mechas will be useful and 
what the military will actually give them 
Using the conceit of requisitioned, army-issue 
mechas has a significant side benefit: because 
they don't technically own the mechas, the 
characters aren't shy about sacrificing them for the 
mission. Characters who actually own their mechas 
almost never eject from even a badly damaged mecha 
But if the military will replace the mecha, it's a differ- 
ent—and less frustrating—story. 

Using the build point system puts a lot of control in 
the GM's hands. The GM decides what the build point 
budget will be and has the power to give and take 

away mechas as he sees fit. Use that power wisely. 

Chapter 2 has suggested build point budgets for 
characters at every level. Vary from the sug 
gested budget on the table, sometimes let- 
ting the players thrill to mechas laden with 
gadgetry, and other times testing their 
ability to make do with second-rate 
mechas. 


CHAPTER wes 


BUILDING A MECHA 


MECHA BODIES COME IN LARGE, HUGE, 
GARGANTUAN, AND COLOSSAL SIZES. Each 
body has a number of body slots on it. To build a 
giant mecha, you just plug components into body 
slots. Then your character climbs inside, and you're 
ready for action. 

That's the simple version. In practice, your character will 
always be requisitioning prototype weapons, angling to 
get into “elite” units with bigger mecha budgets, and cus- 
tomizing your mecha during spare time. The possibilities 
for mecha creation are almost limitless 
When you launch your own Mecha 
Crusade campaign, take the time to 
design your own mecha components. And 
don’t be shy about giving them to the bad 
guys first. 

To create a mecha, you'll need some 
scratch paper, a calculator, and a budget in 
build points (which your GM will probably 
provide). Build points (bp) are an abstract 
measure of the cost of a particular mecha 
component, bridging the gap between the 
actual game-world cost of a mecha and 
d20 Modern’s wealth system. 


STEP 1: CHOOSE A MECHA BODY 


Choosing a mecha body is a three-stage process. First, 
choose how large you want the mecha body to be. Then 
you'll select the base material you want the structural 


elements of your mecha to be made of. Finally, you'll 
select any special qualities (such as a stealth coating or 
the ability to transform into a submarine) that affect the 
mecha as a whole. 


Mecha Body Size 

Each mecha body size has advantages and disadvantages. 
Bigger mechas are stronger, tougher, and generally more 
powerful. Some truly mighty weapons and other high-tech 
components are too massive for smaller mechas to use, but 
smaller mechas are less expensive and more flexible. It’s 
much easier to sneak into the enemy base with a 4-meter 
(size Large) mecha that can at least duck through doors 


and walk through hallways than it would be to sneak past 
anything with a 20-meter tall (Gargantuan) mecha. 

Large Mechas: Essentially big suits of armor, Large 
mechas excel in urban battlefields and starship boarding 
actions, where mechas have to move through building 
interiors to find the enemy. They're also the easiest 
mechas to pilot. They can't carry the immense array of 
weapons that bigger mechas can, however, nor are they 
as strong or durable. 

Large mechas have the following body slots available 
Helmet, Back, Left Arm, Right Arm, Shoulders, 
Torso, and Boots. 

Large mechas add a +8 equipment bonus 
to a character's Strength score. They impose a 
-1 size penalty on attack rolls and to Defense. 
Depending upon materials used, Large 
mechas have 100-200 bonus hit points, 
which are added to the character's total and 
damaged first. They have a -4 penalty on 
Hide checks. 

Large mechas have a slam attack that deals 
1d8 points of damage. They have a reach of 4 
meters. Their base speed is 12 meters. 

Huge Mechas: The most common size 
of armor suit, Huge mechas offer a solid balance among 
cost, agility, and sheer bulk. They're a solid choice on 
almost any battlefield, though they favor locations where 
there is at least some variation in terrain. In the wide- 
open desert of the depths of outer space, they can fall 
prey to larger mechas. 

Huge mechas have the following body slots available: 
Helmet, Visor, Back, Left Arm, Left Hand, Right Arm, Right 
Hand, Shoulders, Torso, Belt, and Boots. 

Huge mechas add a +16 equipment bonus to a charac- 
ter’s Strength score. They impose a -2 size penalty on 
attack rolls and to Defense. Depending upon materials 
used, Huge mechas have 200-400 bonus hit points, 
which are added to the character's total and damaged 
first. They have a -8 penalty on Hide checks. 

Huge mechas have a slam attack that deals 26 points 
of damage. They have a reach of 4 meters. Their base 
speed is 16 meters 
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material type hardness Large 

Alumisteel 10 2,500/100 
Duralloy 15 3,000/100 
Neovulcanium 20 3,500/100 
Refractalloy 15 3,600/100 
Crystal carbon 20 4,500/125 
Megatanium 30 7,500/200 


Gargantuan Mechas: Units this size are titans of the 
battlefield, able to destroy almost anything they can hit 
Gargantuan mechas are common in outer space environ. 


ments, but are often too expensive and unwieldy for plan- 


etbound missions. 
Gargantuan mechas have the following body slots 


available: Helmet, Visor, Cranium, Upper Back, Lower Back, 


Left Arm, Left Hand, Right Arm, Right Hand, Left Shoulder, 
Right Shoulder, Torso 1, Torso 2, Belt, Left Leg, Right Leg, 
and Boots 

Gargantuan mechas add a +24 equipment bonus to a 
character's Strength score and a ~2 structure penalty to 
Dexterity. They impose a—4 size penalty on attack rolls 
and to Defense. Depending upon materials used, 
Gargantuan mechas have 400-800 bonus hit points, 
which are added to the character's total and damaged 
first. They suffer a -12 penalty on Hide checks. 

Gargantuan mechas have a slam attack that deals 2d8 
points of damage. They have a reach of 6 meters. Their 
base speed is 20 meters. 


cOLOSS 


Huge Gargantuan Colossal 
5,000/200 10,000/400 20,000/800 
6,000/200 12,000/400 24,000/800 
7,000/200 14,000/400 28,000/800 
7,200/200 14,400/400 28,800/800 
9,000/250 18,000/500 36,000/1,000 
15,000/400 30,000/800 60,000/1,600 


Colossal Mechas: Exceedingly rare, these behemoths 
are largely in the experimental stage, and it’s question 
able whether their immense cost justifies their ability to 
singlehandedly dominate the battlefield. 

Colossal mechas have the following body slots avail 
able: Helmet 1, Helmet 2, Visor, Cranium 1, Cranium 2, 
Upper Back, Lower Back, Left Arm 1, Left Arm 2, Left Hand, 
Right Arm 1, Right Arm 2, Right Hand, Left Shoulder, Right 
Shoulder, Torso 1, Torso 2, Torso 3, Torso 4, Belt 1, Belt 2, Left 
Leg 1, Left Leg 2, Right Leg 1, Right Leg 2, and Boots. 

Colossal mechas add a +32 equipment bonus to a char 
acter’s Strength score and a—4 structure penalty to 
Dexterity. They impose a -8 size penalty on attack rolls 
and to Defense. Depending upon materials used, Colossal 
mechas have 800-1,600 hit points, which are added to 
the character's total and damaged first. They suffer a 16 
penalty on Hide checks 

Colossal mechas have a slam attack that deals 4d6 
points of damage. They have a reach of 6 meters. Their 
base speed is 24 meters 


AL MECHA 


26 OR MORE METERS 


GARGANTUAN MECHA 
~——Y2=26 METERS < 


HUGE MECHA 
6-12 METERS 


LARGE MECHA 


3-6 METERS 
Pit eg 


cues ane 


Mecha Structure 
Once you've decided how large you want your mecha to 
be, it’s time to choose the material from which it was 


made. The armor skin, interior braces, and other structural 
parts of a mecha can be made from any sufficiently 
advanced metal alloy, almost all of which are forged at 
great expense in secret orbital factories. 

Alumisteel: This easy-to-acquire alloy forms the basis 
for most civilian metal applications. it’s lightweight and 
reasonably strong. Military-grade mechas rarely 
use it, however, because it just isn’t durable 
enough. It grants a +5 equipment bonus to 
Defense. 

Duralloy: The standard for mecha construction, 
duralloy is both harder and more durable than 
alumisteel. It grants a +6 equipment bonus to 
Defense 

Neovulcanium: Similar to duralloy, neovulcani- 
um uses plasma-forging techniques to create a 
metal of unparalleled hardness. It grants a +6 
equipment bonus to Defense. 

Refractalloy: A polymer coating bonded to a 
layer of duralloy, refractalloy grants laser resist 
ance 20 and heat resistance 20 to a mecha suit 
made from it. It grants a +6 equipment bonus to 
Defense. 

Crystal Carbon: “Grown” in orbital laboratories, 
crystal carbon is a composite fiber material that 
outperforms even neovulcanium on the battle. 
field. The production process is both delicate and 
expensive. It grants a +8 equipment bonus to 
Defense. 

Megatanium: Sandwiched layers of crystal car 
bon and neovulcanium held in a magnetic 
matrix, megatanium is the current state of the 
art in armor. It's exceedingly hard and durable. It 
grants a + 10 equipment bonus to Defense. 


TaBLe 2-02: Buitp Point Cost 


STRUCTURAL OPTIONS 

Structural options differ from the mecha components 
described because structural options aren't tied to 
specific mechanisms on the mecha. They're overall attrib- 
utes that affect all parts of the mecha equally, and they're 
usually more expensive as the mecha gets larger. 

Stealth Kit: Based on high-tech “low observables” tech- 
nology, this combination of sound baffles, heat dispersers, 
and nonreflective paint combines to give the mecha a-o 

circumstance bonus on Hide and Move 
Silently checks. Cost and the size penalty com- 
bine to make this structural option impractical 
on all but the smallest mechas. 

Chameleon Coating: Holographic diodes cover 
the surface of the mecha, allowing it to change 
color to blend in with its surroundings, granting 
it a +20 circumstance bonus on Hide checks. As a 

j side benefit, the mecha can display whatever 
insignia and markings it likes as a free action 

Advanced Diagnostics: Multiple redundant 
systems and the ability to detect and correct 
minor system faults make this mecha able to 
repair moderate damage. The mecha automati- 
cally heals 1 point of damage per round (but 
only the bonus hit points from the mecha are 
repaired, not damage to the character inside the 
mecha). 

Nanorepair: State-of-the-art nanites swarm 
over the surface of the mecha at the first indica: 
tion of damage. The mecha automatically heals 5 
points of damage per round 

Basic Transform: As a full-round action, the 
mecha can transform into another shape. It's still 
obviously a mecha, but the components (and 
overall look) of the second form can be complete 
ly different. The second form must have the same 
number of build points as the original form or less. It 
must be the same size, made from the same material, and 
possess all the same structural options, including this 

one; otherwise it’s essentially a 
completely different mecha. Some 


Structural Option Large Huge Gargantuan Colossal mechas, for example, have a flight 
Stealth Kit 500 1,500 4,500 13,500 form with top-grade thrusters and 
Chameleon Coating 2,000 6,000 18,000 54,000 maneuver wings, and a combat 
Advanced Diagnostics 3,000 6,000 15,000 32,000 form bristling with guns 
Nanorepair 6,000 15,000 32,000 70,000 Advanced Transform: As the 
Basic Transform 3,000 6,000 13,500 24,000 basic transform structural option, 
Advanced Transform 6,000 12,000 27,000 48,000 except that the form can appear to 
Join with Metabot 1,500 3,000 = as be something other than a mecha. 
Light Fortification 500 1,000 1,500 3,000 Anything of approximately the 
Moderate Fortification 2,000 4,000 7500 I5eOS) same size—usually a car, starship, 
Heavy Fortification 4,500 9,000 16,000 30,000 or other vehicle—can be the sec- 
Greater Energy Resistance 1,500 3,000 6,000 12,000 ond form. Only a detailed examina- 


Leave Room For the Pitot! 

You should leave two slots vacant for the pilot of 
your mecha. On Large mechas, the pilot almost 
always occupies two of the following three slots: 
Helmet, Torso, and Back. But on Huge, Gargantuan, 


and Colossal mechas, the designer has more choice 
for placing the cockpit. 

If you want to have copilots or passengers aboard 
your mecha, purchase the Extra Cockpit component 
below. 


tion (Search DC 25) reveals that the alternate shape isn’t 
what it appears to be. The mecha must transform back 
into its original shape to attack 

Join with Metabot: If a number of mechas all have this 
structural option, they can transform themselves into 
part of a larger robot—the metabot—as a full-round 
action. See Chapter 3 for rules for metabots. 

Fortification: Mechas with this structural option have 
extra struts, shock dampeners, and tempest-hardening 
that lets them shake off attacks that would fell a normal 
mecha. Light fortification converts 25% of all critical hits 
into regular hits, moderate fortification converts 75% of 
all critical hits into regular hits, and heavy fortification 
converts all critical hits into regular hits 

Greater Energy Resistance: This mecha has been case 
hardened at every stage in the manufacturing process 
against a specific energy type (chosen from heat, ion, 
laser, electricity, or plasma). When the mecha would nor- 
mally take damage from that energy type, subtract 30 
points of damage per round from the amount before 


applying. The greater energy resistance structural option 
stacks with the energy resistance from mechas made of 
refractalloy. 


STEP 2: SELECT MECHA COMPONENTS 


There are hundreds of different mecha components avail- 
able—anything the finest minds in the Earth Global 
Alliance and the Colonial Confederation can dream up 
What follows is a sampling of the mecha components 
available. Each component description follows the same 


format. 

Name: The most common name among mecha design- 
ers for the component, usually the brand name of the dom- 
inant megacorp model. As the war between the colonies 
and Earth heats up, new mecha contractors will offer simi- 
lar designs under different names, and the military research 
departments of both factions will be working overtime to 
eke out even slight efficiencies in mecha designs. Some 
mecha pilots call components by more fanciful monikers. 
For example, the laser cannon is called the Typhoon 240 by 
the Yamatetsu Corporation, but the pilot of a particular 
mecha might call its laser cannon the “starbeam.” 

Slots: The number of body slots on the mecha required 
to install the component. If there are limitations on which 
body slots will accept a particular component, they are 
listed here. Flight thrusters, for example, are almost 
always installed in the back slot (a jetpack) or the boots 
slot (jet boots). 


The following mecha components are 
divided by category. 


Wenpons-Ranceo 

AL3K Dragon flame thrower 

Slots: 1 

Cost: 3,000 bp 

Activation: Attack action 

Range: Emanates from mecha 
Area: 12-m cone 

Duration: Instantaneous 

Saving Throw: Reflex half 

Used primarily against soft, unar- 
mored targets, the AL3K Dragon 
sprays wide areas with liquid flame. 
Anyone caught within the cone must 
succeed at a Reflex save (DC 13) or 
take 4d6 points of heat damage. 


M-9 Barrage chaingun 

Slots: 1, must be hand (or arm if 
Large) or shoulder (see text) 

Cost: 2,145 bp; 40 bp per ammo belt 
Activation: Attack action 

Range Increment: 20 m 

Target: Single target within 200 m, or 
autofire 

Duration: Instantaneous 

Saving Throw: None 

Essentially a high-tech medium 
machinegun, the M-g Barrage has 
multiple barrels firing vulcan ammu- 
nition that deals 346 points of dam- 
age on a successful hit. The base unit 
has enough room for four 50-round 
ammo belts. Each additional slot you 
devote to ammo storage has room 
for six more ammo belts. 


L-KEN Corona microwave beam 
Slots: 1 

Cost: 1,610 bp 

Activation: Attack action 

Range Increment: 6 m 

Target: Single target within 50 m 
Duration: Instantaneous 

Saving Throw: None 

Cursed with short range and a mar- 
ginal ability to get through most 
mecha armor, the L-KEN Corona is 
strictly a small, low-cost weapon 
option. It deals 5d6 points of heat 
damage on a successful hit. 


Mk.1 Warpath recoilless rifle 

Slots: 1 for rifle, must be hand (or arm 
if Large) or shoulder; 1 for each 20- 
round ammo bay 


PSSerine 


The size of some components depends on the size of 
the mecha they're installed in. If so, select the size appro- 
priate for your mecha. For example, if you're purchasing 
an Excalibur energy sword for your Huge mecha, you need 
to select the Huge version of the component, which costs 
5,600 build points. 

Cost: How much it costs in build points to add the com- 
ponent to a mecha. The cost includes both the component 
itself and the labor and materials required to install it. 

Activation: How long it takes to activate a particular 
component. It takes an attack action 
to activate most components. 

Range/Range Increment: If a range 
is listed, it represents the maximum 
distance between the mecha and the 
target of the component. If a range 
increment is listed, it represents the 
distance at which accuracy begins to 
decline. Ranged attacks suffer a—2 penalty on attacks for 
each range increment beyond the first. Unless noted other- 
wise, most components with a range increment have a 
maximum range of ten increments. 

Target or Targets/Effect/Area: The entry starts with 
one of three headings: “Target,” “Effect,” or “Area.” If the 
target of the component is “You,” you do not receive a 
saving throw and there is no saving throw entry for the 
component. If a component is an autofire weapon, it'll 
be noted here. 

Duration: How long a component continues to function 
before it needs to be reactivated, or how long the effect 
of a particular component lasts. A duration of “persistent” 
means the component functions until the mecha is 


destroyed or the pilot turns it off (generally a free action). 

Saving Throw: Whether a component allows a saving 
throw, what type of saving throw it is, and the effect of a 
successful save. 

Descriptive Text: This section describes how the compo- 
nent functions. If one of the previous portions of the 
description included “(see text),” this is where you'll find 
the explanation. If the component is one of a series of 
related components, you may have to refer to a different 
component for more information. 


STEP 3: COMPILE THE 
NUMBERS 


Now that you've created 
your mecha, it’s time to add 
up all the numbers, calcu- 
lating your new Strength 
score, attack bonuses, etc. Playing Mecha Crusade will be a 
frustrating experience if you don't create a second charac 
ter sheet to use when your character is inside the 
mecha—there’s just too much math to do in your head 

If you built a mecha that transforms or a mecha that 
can form a metabot, you probably want to create a char- 
acter sheet for those forms as well. 


SAMPLE MECHAS 


The following mechas are relatively straightforward. 
Accordingly, they make good mechas for GM characters, 
or starting points for characters who want to customize 
an existing design. 


Cost: 4,170 bp for rifle; 85 bp per 
recoilless round 

Activation: Attack action 

Range Increment: 16 m 

Target: Single target within 160 m, or 
autofire 

Duration: Instantaneous 

Saving Throw: None 

This rapid-fire cannon relies on shells 
that detonate after hitting the target 
to deal its damage. A successful 
attack deals 10d6 points of damage. 


LT-5 Longshot mass driver 

Slots: 2 for driver, including hand (or 
arm if Large) or shoulder; 1 for each 
10-round ammo bay 

Cost: 7,470 bp for launcher; 150 bp 
per mass driver round 


Activation: Attack action 

Range Increment: 20 m 

Target: Single target within 500 m 
Duration: Instantaneous 

Saving Throw: None 

The Longshot fires a hyperaccelerat- 
ed, superdense “bullet” at the target, 
dealing damage strictly through the 
massive kinetic energy the round 
imparts. With a successful ranged 
attack, a Longshot round deals 15d6 
points of damage. 


M-53 Barracuda rocket launcher 
Slots: 1 for launcher, must be hand (or 
arm if Large) or shoulder; 1 for each 
six-rocket pack 

Cost: 6,250 bp for launcher; 125 bp 
per rocket pack 


Activation: Attack action 

Range: 80 m 

Area: 8-meter radius burst 

Duration: Instantaneous 

Saving Throw: Reflex half 

The Barracuda rocket launcher aims 
“fire and forget” incendiary-tipped 
rockets at any point within range. 
When the rocket reaches the desig- 
nated target point—which can be an 
actual target or a point in midair—it 
explodes, dealing 10d6 points of heat 
damage to everything within its 
burst radius. A successful Reflex save 
(DC 17) reduces damage by half. 


M-55 Talon missile launcher 
Slots: 1 for launcher, must be hand (or 
arm if Large) or shoulder; 1 for each 


Reliant-12 
Large duralloy 
mecha 


Components: Barrage chaingun (left arm), Cobra laser 
gauntlet (right arm), Omicron thrusters (back), Oracle tar 


geter 


Mecha provides hardness 15, +6 equipment bonus to 
defense, 100 bonus hit points, and +8 bonus to Strength 


Fly 30 m (clumsy) 
Cost: 10,445 build points 


Saber 


Large duralloy mecha with join with metabot 

Components: Comet gatling (right arm and shoulders), 
Excalibur sword (left arm), Delta thrusters (boots), Oracle 
targeter (+2) (helmet), pilot (back and torso) 

Mecha provides hardness 15, +6 equipment bonus to 
Defense, 100 bonus hit points, and +8 bonus to Strength 
Fly 60 m (poor). Five Sabers combine to form one 
Dimension Knight metabot (see below) 


Cost: 17,700 build points 


Silvereye 
Huge duralloy mecha 


Components: Typhoon laser cannon (left hand and left 
arm), Defensor halberd (right hand), Delta thrusters 


4-missile battery 

Cost: 4,800 bp for launcher; 100 bp 
per missile 

Activation: Attack action 

Range: 800 m 

Target: Single target 

Duration: Instantaneous 

Saving Throw: None 

The most common missile launcher 
installed on mechas, the M-55 Talon 
enables the pilot to strike foes at a 
distance unmatched by most energy 
of projectile weapons. Each Talon 
missile deals 1546 points of plasma 
damage on a successful hit. The mis- 
sile’s guidance system gives it an 
attack bonus of +0. 


(+1) (head), pilot (shoulders and torso) 


How Many Guild Points? 

Your GM will tell you how many build points your 
mecha should have depending on the specifics of your 
Mecha Crusade campaign. Here's a list of appropriate 
build points for player characters of a given level. 


Level 


4th 


6th 


Mecha build _ Level 
points 


nth 40500 


ny 500 


I EE 


15,200 


5th 17,500 15th 70,800 


20,100 16th 


Mecha build 
points 


rath 46,500 
14th 61,500 


81,400 


mri 93,600 


8th 


26,600 18th 


107,600 


gth 30,600 igth 123,800 


oth 


35,200 2oth 


142,300 


GM characters typically have mechas with build points 
one level lower. A 10th-level GM character, for example, 
typically pilots a mecha with 30,600 build points. But 
that’s a guideline, not a hard-and-fast rule (see Chapter 
3 for more information on appropriate GM characters). 


(boots), Enigma sensors (visor), pilot (torso and back) 
Mecha provides hardness 15, +6 equipment bonus to 
Defense, 200 bonus hit points, and +16 bonus to Strength. 


Fly 60 m (poor). 


Typhoon 240 laser cannon 

Slots: 2; including hand (or arm if 
Large), shoulder (+1,000 bp), or visor 
(+4,000 bp) 


in: Attack action 

Range Increment: 30 m 

Target: Single target within 300 m 
Duration: Instantaneous 

Saving Throw: None 

A basic, reliable laser cannon, the 
Typhoon 240 deals 10d6 points of 
laser damage toa target it strikes 
with a successful attack. 


Tsunami 280 plasma cannon 

Slots: 3; including hand (or arm if 
Large), shoulder (+1,000 bp), or visor 
(+4,000 bp) 


Cost: 23,200 build points 


Cost: 9,240 bp 

Activation: Attack action 

Range Increment/Range: 60 m/20 m 
Target/Area: Single target within 
600 m, or 20-m cone 

Duration: Instantaneous 

Saving Throw: None or Reflex half 
(see text) 

The Tsunami 280 plasma cannon has 
two aperture settings: focused beam 
and wide-angle. The mecha pilot can 
switch between settings as a move 
action. As a focused beam, the 
Tsunami requires a successful ranged 
attack. On the wide-angle setting, 
usable once per round, the plasma 
automatically hits everything within 
20 meters, but those affected can 
make a Reflex save (DC 19) for half 


Templar-Zero 
Huge crystal-carbon mecha with light fortification. 

Components: Tsunami plasma cannon (helmet, visor, 
and left arm), Talon missile launcher (shoulders), extra 
Talon missiles (right arm), Excalibur sword (right hand), 
Bulwark shield (left hand), Delta thrusters (boots), Kestrel 
wings (back), pilot (torso and belt). 

Mecha provides hardness 20, +12 bonus to Defense, 250 
bonus hit points, and +16 bonus to Strength. Fly 60 m 
(average). 

Cost: 39,540 build points. 


Bismarck 
Gargantuan crystal carbon mecha with greater energy 
resistance (laser) 

Components: Gladius beam (right hand, torso 1, torso 
2), Cobra gauntlet (left hand), Talon missile launcher (left 
shoulder), extra Talon missiles (right shoulder), Reaper 
scythe (right hand, left hand; stowed); Delta thrusters 
(boots), Kestrel wings (upper back, lower back), Haven 
escape pod (helmet), pilot (visor and cranium). 


damage. Regardless of the setting, 
the Tsunami deals 12d6 points of 
plasma damage to targets it strikes. 


CB-q Cobra laser gauntlet 

Slots: 1; must be hand (or arm if 
Large) 

Cost: 3,050 bp 

Activation: Attack action 

Range Increment: 10 m 

Target: Single target within 100 m 
Duration: Instantaneous 

Saving Throw: None 

A compact laser weapon, the CB-4 
Cobra laser gauntlet is primarily used 
‘as a back-up weapon. It lacks the 


Target: Single target within 300 m 
Duration: Instantaneous 


Mecha grants hardness 20, +8 bonus to Defense, 500 
bonus hit points, and a +24 bonus to Strength. Fly 60 m 
(average). 

Cost: 69,900 build points. 


Dimension Knight 
Gargantuan megatanium mecha. 

Components: 2 Comet gatlings (right hand, left hand, 
torso 1, torso 2), Thunderbolt spear (stowed; right hand) 
Delta thrusters (boots), Kestrel wings (upper back), 
Gazelle afterburners (lower back), Oracle targeter (+2) 
(visor), Enigma sensor (belt), copilot cockpits (right arm, 
right shoulder, left arm left shoulder. torso 1, torso 2, left 
leg, right leg), pilot (helmet, cranium) 

Mecha grants hardness 30, +10 bonus to Defense, 800 
bonus hit points, and a +24 bonus to Strength. Fly 60 m 
(average). 

The Dimension Knight is a metabot composed of five 
Sabers. 

Cost: 72,000 build points. 


Area: 16 m burst centered on you 
Duration: Instantaneous 
Saving Throw: Reflex half 
The M-101 Crysanthemum’s array of 
phosphorus lasers deal massive 
damage to the mecha’s sur- 
roundings, then burn them- 
selves out, making this a 
weapon of last resort. 
Everything within the 
Crysanthemum’s area takes 8d6 
points of heat damage and 8d6 
points of laser damage. A successful 
Reflex save (DC 25) means that a tar- 
get takes only half damage. 


range and stopping power of its larg- 
er counterparts such as the Typhoon. 
It deals 7d6 points of laser damage, 
but the beam diffuses harmlessly 
after 100 m. 

Unlike most components that 
occupy only a Hand slot, the Cobra 
can’t be disarmed. 


M-2 Puma pop-up turret 
Slots: 1 

Cost: 5,000 bp 
Activation: Attack action 
Range Increment: 30 m 


Saving Throw: None 

A triumph of miniaturization, the M- 
2 Puma packs significant wallop in a 
small, versatile (it can be installed in 
any body slot) package. It deals 8d6 
points of plasma damage with a suc- 
cessful hit. 


M-101 Crysanthemum 
doomsday device 

Slots: 1 

Cost: 6,400 bp 

Activation: Standard action 
Range: om 


M-21 Comet gatling laser 

Slots: 2; including hand (or arm if 
Large) or shoulder 

Cost: 3,500 bp 

Activation: Attack action 

Range Increment: 30 m 

Target: Single target within 300 m, or 
autofire 

Duration: Instantaneous 

Saving Throw: None 

A rotating ring of laser cannons, the 
Comet is the most effective autofire 
laser available to mecha designers. 
It deals 8d6 points of laser damage 


to a target it strikes with a success- 
ful attack. 


KL-gE1 Gladius spectrum beam 

Slots: 3; including hand 

Cost: 14,000 bp 

Activation: Attack action 

Range Increment: 60 m 

Target: Single target within 600 m 
Duration: Instantaneous 

Saving Throw: None 

The Gladius spectrum beam simulta- 
neously projects a laser beam, plas- 
ma beam, and ionic particle packet at 
the target—all riding on an electrical 
carrier wave. It deals 4d6 points of 
electrical damage, 8d6 points of laser 
damage, and 8d6 points of plasma 
damage to the target, plus 8d6 
points of ion damage (see Chapter 3 
for ion damage rules). 


Weapons-Melee 

Hqza Excalibur energy sword 

Slots: 1; must be hand (or arm if 
Large) 

Cost: 4,200 bp (Large); 5,600 bp 
(Huge); 7,000 bp (Gargantuan); 8,400 
bp (Colossal) 

Activation: Attack action 

Range: Touch 

Target: Single target within reach 
Duration: Instantaneous 

Saving Throw: None 

The Hq2a Excalibur is a mecha-sized 
melee weapon shaped like a sword. 
Because it is light and easy to wield, 
it grants a +3 enhancement bonus on 
attacks and damage. Of the damage 
it deals, half is regular damage and 
the rest is plasma damage. 

Damage dealt with a successful 
melee attack depends on the size of 
the mecha wielding Excalibur: 4d6 
points of damage for Large mechas, 
8d6 for Huge, 12d6 for Gargantuan, 
and 16d6 for Colossal. 


L38a Defensor halberd 

Slots: 1; must be hand(or arm if 
Large) 

Cost: 2,800 bp (Large); 5,000 bp 
(Huge); 7,200 bp (Gargantuan); 9,400 


bp (Colossal) 

Activation: Attack action 
Range: Touch 

Target: Single target with- 

in reach > 
Duration: Instantaneous 
Saving Throw: None 

The L38a Defensor is a mas- 
sive carbon-alloy halberd. 
Damage dealt with a success- 
ful melee attack depends on 
the size of the mecha wielding 
Defensor: 2d10 points of dam- 
age for Large mechas, adio for 
Huge, 6dio for Gargantuan, and 
8d10 for Colossal. The Defensor 
has an extra 2 meters of reach. 


XJ-A Python electric whip 

Slots: 1; must be hand(or arm if 
Large) 

Cost: 3,200 bp (Large); 5,400 bp 
(Huge); 7,600 bp (Gargantuan); 9,800 
bp (Colossal) 

Activation: Attack action 

Range: Touch 

Target: Single target within reach 
Duration: Instantaneous 

Saving Throw: None 

The XJ-A Python is an electrified 
cable with embedded servomotors 
that wrap around the target. The 
Python deals 2dio0 points of electrici- 
ty damage when wielded by a Large 
mecha, 4dio points of electricity 
damage from a Huge mecha, 6d10 
from a Gargantuan one, and 8dio 
from a Colossal one. The Python has 
an extra 6 meters of reach. 

When using the Python, you get a 
+2 equipment bonus on your 
opposed attack roll when attempting 
to disarm an opponent (including the 
roll to avoid being disarmed if you 
fail to disarm your opponent). 

Because the whip can wrap around 
an enemy's leg or other limb, you can 
make a trip attack with it by succeed- 
ing at a melee touch attack. If you are 
tripped during your own trip 
attempt, you can drop or detach the 
Python to avoid being tripped. 


M-1 Thunderbolt plasma spear 

Slots: 1; must be hand(or arm if 

Large) 

Cost: 5,800 bp (Large); 7,900 bp 

(Huge); 10,200 bp (Gargantuan); 

12,700 bp (Colossal) 

Activation: Attack action 

Range/Increment: Touch or 10 m 

Target: Single target 

Duration: Instantaneous 

Saving Throw: None 

The M- Thunderbolt is a versatile 

weapon that can be wielded in melee 

combat or thrown. In either case, it 

deals plasma damage to its target: 

6d6 points of damage from a Large 

mecha, 8d6 from a Huge mecha, 

10d6 Gargantuan, or 12d6 Colossal. 
If thrown, the Thunderbolt returns 

to the mecha at the beginning of the 

next round. 


PC-12 Pouncer armor-piercing claws 

Slots: o 

Cost: 2,200 bp (Large); 2,600 bp 

(Huge); 3,600 bp (Gargantuan); 5,200 

bp (Colossal) 

Activation: Attack action 

Range: Touch 

Target: Single target 

Duration: Instantaneous 

Saving Throw: None 

Attaching sharp claws such as PC-12 

Pouncers to the mecha's hands 

improves their melee attack damage 

at the expense of some fine motor 

ability. The claws convert the mecha’s 

slam attack to a claw attack that 

does damage depending on the 

mecha's size: Large, 246; Huge 2d8; 

Gargantuan 4d6; and Colossal 4dio. 
Mechas with PC-12 Pouncers 

installed suffer a -2 penalty on all 

Dexterity-based checks involving del- 

icate hand movements. 


RP-g1 Reaper beam scythe 
Slots: 2; must be hand (or arm if 
Large) 
Cost: 6,600 bp 
Activation: Attack action 
Range Increment: Touch 
Target: Single target within reach 
Duration: Instantaneous 
Saving Throw: None 
The RP-g1 Reaper is a crystal carbon 
shaft housing laser and magnetic 
field generators. When activated by 
the mecha pilot, it suspends a laser 
beam within a razor-thin magnetic 
“bubble” shaped like a farmer's 
scythe. It grants a +5 bonus on attack 
and damage rolls. Because the mecha 
wields it in both hands, the mecha 
can apply one and a half times its 
Strength bonus to the damage roll. 
Of the damage it deals, half is regular 
damage and half is laser damage. 
Damage dealt with a successful 
melee attack depends on the size of 
the mecha wielding Defensor: 4di0 
points of damage for Large mechas, 
6dio for Huge, 8dio for Gargantuan, 
and 10d10 for Colossal. 


Shields 

Bulwark v18 defense shield 

Slots: 1, must be arm 

Cost: 2,000 bp 

Activation: None 

Range: Touch 

Target: You 

Duration: Persistent 

Saving Throw: None 

The Bulwark defense shield resembles 
a high-tech version of the shields 
worn by knights of old. Designed to 
absorb kinetic impacts and dissipate 


energy attacks, it improves the 
mecha’s equipment bonus to Defense 
by an additional +4. 


Bastion v2o defense shield 
Slots: 1, must be arm 

Cost: 4,500 bp 

Activation: None 

Range: Touch 

Target: You 

Duration: Persistent 

Saving Throw: None 

The Bastion functions as the 
Bulwark, except it improves the 
mecha’s equipment bonus to 
Defense by an additional +6. 


Barricade v23 defense shield 
Slots: 1, must be arm 

Cost: 10,000 bp 

Activation: None 

Range: Touch 

Target: You 

Duration: Persistent 

Saving Throw: None 

The Bastion functions as the 
Bulwark, except it improves the 
mecha’s equipment bonus to 
Defense by an additional +8 and it 
grants heat resistance 10 and ion 
resistance 10. 


Mk.3 Vanguard point defense shield 
Slots: 1, must be arm 

Cost: 13,500 bp 

Activation: None or free action (see 
text) 

Range: Touch 

Target/Area: You or 8-m radius cen- 
tered on you (see text) 

Duration: Persistent 

Saving Throw: None 

The Vanguard point defense shield 
protects its mecha as other shield 
components do, and it also uses 
broadcast magnetics to provide a 
semipermeable force field in a larger 
area. Designed to absorb kinetic 
impacts and dissipate energy attacks, 
it improves your mecha’s equipment 
bonus to Defense by an additional +4 
and provides a +2 deflection bonus to 
Defense to everyone within 8 meters 
of you, friend or foe. You can turn the 
deflection effect on or off once per 
round as a free action. 


Flight Gear 

Omicron 100 thruster backpack 
Slots: 1, must be back (Large or Huge); 
2, must be back (Gargantuan or 
Colossal) 

Cost: 2,000 bp (Large), 3,000 bp 
(Huge); 4,000 bp (Gargantuan); 
5,000 gp (Colossal) 

Activation: None 

Range: Personal 

Target: You 

Duration: Persistent 


Saving Throw: None 

The most basic flight system avail- 
able, the Omicron 100 combines vec- 
tored thrusters with military-grade 
avionics. Mechas with this compo- 
nent gain a fly speed of 30 meters 
(clumsy). 


K-2E Kestrel maneuver wings 

Slots: 1, must be back or shoulders 
(Large or Huge); 2, must be back or 
shoulders (Gargantuan or Colossal) 
Cost: 1,000 bp (Large), 1,500 bp 
(Huge); 2,000 bp (Gargantuan); 
2,500 gp (Colossal) 

Activation: None 

Range: Personal 

Target: You 

Duration: Persistent 

Saving Throw: None 

Kestrel maneuver wings combine 
superior avionics and fly-by-wire 
technology with a number of finely- 
tuned vectored thrusters attached to 
vaguely wing-shaped appendages. A 
mecha with the Kestrel component 
improves its flight maneuverability 


by one category (clumsy to poor, poor 


to average, etc.) 


D-8 Delta thrusters 

Slots: 1, must be boots (Large, Huge, 
or Gargantuan); 2, must be boots or 
leg (Colossal) 

Cost: 4,000 bp (Large), 6,000 bp 
(Huge); 8,000 bp (Gargantuan); 
10,000 bp (Colossal) 

Activation: None 

Range: Personal 

Target: You 

Duration: Persistent 

Saving Throw: None 

D-8 Delta thrusters combine more 
powerful fusion thrusters to grant a 
mecha a fly speed of 60 meters 
(poor). 


Nimbus 3000 thrusters 

Slots: 1, must be boots (Large or 
Huge); 2, must be boots or leg 
(Gargantuan or Colossal) 

Cost: 8,000 bp (Large), 12,000 bp 


(Huge); 16,000 bp (Gargantuan); 
20,000 gp (Colossal) 

Activation: None 

Range: Personal 

Target: You 

Duration: Persistent 

Saving Throw: None 

The best thruster system currently 
available, Nimbus 3000 thrusters 
offer matchless velocity. They grant a 
mecha a fly speed of 80 meters 
(poor). 


Fioo Gazelle 
afterburner system 
Slots: 1, must be torso, legs, 

or back 

Cost: 800 bp (Large), 1.200 bp (Huge); 
1,600 bp (Gargantuan); 2,000 gp 
(Colossal) 

Activation: Free action 

Range: Personal 

Target: You 

Duration: 1 round 

Saving Throw: None 

By dumping raw fuel into the 
thruster system, the mecha with this 
component can gain a temporary 
speed boost. The mecha’s fly speed is 
doubled for 1 round. To gain longer 
bursts of speed, purchase this com- 
ponent in multiples. 


Other Components 

Passenger Cockpit 

Slots: 2 

Cost: 500 bp 

Activation: None 

Range: Personal 

Target: You 

Duration: Persistent 

Saving Throw: None 

This component is simply a comfort- 
able place inside the mecha for a pas- 
senger to sit. The passenger can’t do 


anything 
other than 
observe the sur- 
roundings (seeing 
exactly what the 
pilot sees), com- 
municate privately 
with the pilot and 
publically over open fre- 
quencies, and leave the 
cockpit as a full-round action. 
As a move action, the pilot can pre- 
vent any of the above by shutting off 
the cameras, locking the hatch, etc. 


Copilot Cockpit 

Slots: 3 

Cost: 2,000 bp 

Activation: None 

Range: Personal 

Target: You 

Duration: Persistent 

Saving Throw: None 

Unlike a passenger cockpit, a copilot 
cockpit allows limited control of the 
mecha’s functions, including the abil- 
ity to fire the mecha’s ranged 
weapons. Melee combat and move- 
ment remain under the control of the 
character in the main cockpit. Only 
one character may fire each ranged 


weapon each round, but control of 
the weapons can be switched by any 
of the copilots as a free action. 

As with a passenger cockpit, the 
pilot in the main cockpit can “lock 
out” any of the other cockpits as a 
move action. It takes a Computer Use 
check (DC 25 if the pilot is disabled, 
DC 35 if still active) to switch overall 
control to a copilot cockpit. 


Mk. 7 Oracle targeting system 
Slots: 1 
Cost: 250 bp (+1), 1,000 bp (+2), 2,250 
bp (+3), 4,000 bp (+4), 6,250 bp (+5) 
Activation: Move action to activate or 
switch 
Range: Personal 
Target: You 
Duration: Persistent 
Saving Throw: None 
The standard computer-assisted tar- 
geting system, the Mk. 7 Oracle series 
combines holographic displays and 
heuristic target-prediction profiling 
to increase a mecha pilot's accuracy. 
An Oracle system adds an enhance- 
ment bonus on the ranged attack 
rolls for the mecha component 
selected by the pilot. The Oracle sys- 
tem has five different varieties 
(denoted Mk. 7a through Mk. 7e), 
each providing a different enhance- 
ment bonus. 

The mecha pilot can change which 
component the Oracle system is 
assisting as a move action. 


Mk.2 Enigma 
sensor suite 
Slots: 1 

Cost: 2,800 bp 

Activation: Standard action 

Range: 60 m 

Target: 8-m radius viewing area 
Duration: 1 round 

Saving Throw: None 

Using a combination of thermal 
imaging, X-rays, and ultrasensitive 
vibration sensors, the Mk.2 Enigma 
component enables the mecha pilot 
to effectively see through solid 
objects. Fine details can't be picked 
up, but a mecha with an Enigma 
suite could tell, for example, that 
three people were crouched behind a 
closed door, or that an escape tunnel 
runs from one building to another. 
Mechas with an Enigma suite also 
ignore all concealment, because the 
sensor's computers can filter out 
environmental effects like fog, 
smoke, and vegetation. 


Mk.3 Delphi sensor/safety suite 
Slots: 2 (for 3a and 3b) or 3 (for 3c, 3d, 
and 3e) 

Cost: 4,000 bp (3a), 7.000 bp 
(3b), 12,000 bp (3c), 20,000 bp 
(3d), 30,000 (3e) 

Activation: Standard action 
Range: 60 m 

Target: 8-m radius view- 

ing area 

Duration: 1 round 

Saving Throw: None 

The Mk.3 Delphi component 
combines a Mk. 2 Enigma sen- 


sor (described above) with a heuristic 
collision avoidance system, enhanced 


pilot restraints, and a series of adre- 
nal and noradrenal autoinjectors for 
the pilot. In addition to the sensory 
enhancement, the Delphi provides a 
resistance bonus on all saving 
throws: +1 for the Mk.3a version up to 
+5 for the Mk.3e. 


HV-5 Haven escape pod 

Slots: 1 

Cost: 750 bp 

Activation: Free action or move 
action (see text) 

Range: Personal 

Target: You 

Duration: 3 rounds 

Saving Throw: None 

The HV-5 Haven escape pod jettisons 
the cockpit and the mecha pilot from 
the rest of the mecha (typically 
because the mecha is about to be 
destroyed). The pilot can activate it as 
a move action and move normally at 
the Haven’s fly speed. Or the Haven 
can be activated as a free action, in 
which case it flies under the pilot's 
direction up to its fly speed, but can 
move no further that round. 

The Haven escape pod has a fly 
speed of 30 meters (clumsy), 50 hp, 
hardness 10, and a Defense of 18. 
Three rounds after it jettisons from 
the mecha, it runs out of fuel, land- 
ing or crashing as appropriate. 


CHAPTER Thee 
RUNNING MECHA CRUSADE 


MOST OF THE RULES CHANGES FOR 
MECHA CRUSADE EXIST BECAUSE THE 
GAME EMPLOYS THE D20 MODERN RULES, 
BUT USES THEM IN A FUTURISTIC 
SETTING. But it isn’t necessary to come up with 
new rules just because an element of mecha anime 
looks futuristic. The hovercars of Martian cities might 
look different than the sedans and coupes of today, 
but they behave the same. A smart GM can call it a 
hovercar, but use the existing vehicles in the 

d20 Modern Roleplaying Game, and no one will be 
the wiser. 


PERSONAL COMBAT 


The only real difference between a modern-day battle and 


one in the year 2053 is the nature of the personal 
weapons and armor. And while laser pistols and plasma 
rifles may look flashy, they really don't behave much dif- 
ferently—or perform much better—than their equiva 


TABLE 3-01: RANGED WEAPONS 


lents in 2003. In the mecha genre, personal firearms can 
be remarkably ineffective, with squads of soldiers missing 
a foe mere meters away. After all, there has to be a reason 
to climb into that 5-meter tall experimental mecha wait- 
ing in Hangar 9. 

The following ranged weapons are generally available in 
the universe of Mecha Crusade. No new melee weapons are 
prevalent other than the ones mechas use (described in 
Chapter 2). For a description of what these statistics mean, 
see Chapter 4 of the d2o Modern Roleplaying Game 

Like personal weapons, personal armor hasn't advanced 
much in the fifty years between the present day and 
Mecha Crusade—unless you count the mechas them 
selves, of course. The following armor types are generally 
available in the futuristic setting. Note that there's no 
heavy armor listed. Mechas fulfill that need rather nicely. 


Getting in and out of Mechas 
It takes a full-round action to get into a mecha, and a 
standard action to activate its various systems so it can 


Weapon Damage Critical Damage Range Rateof Magazine Size Weight Purchase — Restriction 
Type Increment Fire pc 

Handguns (require the Personal Firearms Proficiency feat) 

Laser burner 2d6 20 ~— Laser 4m __ Single 2 cell Tiny 1b. 14 Lic (41) 

Laser pistol 2d6 20 Laser 12m Ss rocell Small 3 Ib. 15 Lic (+1) 

Laser blaster 2d6 20 ~— Laser 2m SA 20 cell Med 3 lb. 18 Res (+2) 

Heavy laser pistol 2d8 20 Laser 16m S rocell Med = 4\b. 18 Lic (41) 

Longarms (require the Personal Firearms Proficiency feat) 

Commando carbine*2d6 20 ~— Laser 20m SA 30 cell large 7\b. 20 Res (+2) 

Plasma rifle 2d8 20 Plasma 30m SA 30 cell Large 8 Ib. 16 Res (+2) 

Sniper rifle 2d12 20 Plasma som s 10 cell Huge = 35 Ib. 22 Lic (+1) 

Heavy Weapons (each requires a specific Exotic Firearms Proficiency feat) 

Light plasma 

cannon 2di2 20 Plasma 44m A 200cell Huge 75 |b. 22 Mil (+3) 

Personal rocket 

launcher wd6 — )  — 60m 1 gint Large 10 lb. 7 Mil (+3) 

Laser gatling 2d8 20 ~— Laser 40m A 300 cell Huge 22 Ib. 21 Mil (+3) 


“This mastercraft weapon grants a +1 bonus on attack rolls. 


move and fight. It takes a full-round action to get out of a 
mecha, unless you have a Haven escape pod, in which 
case it's a free action 


MECHA COMBAT 


Combat between mechas functions much as it does 
between characters in their street clothes. Characters 
piloting mechas are simply much larger and stronger 
than they otherwise would be, and they can wield truly 
frightening weapons. But they still obey the essential 
rules of d20 Modern combat. They still threaten squares 
within their reach, take move actions and attack actions, 
duck behind cover for a Defense bonus, etc. 

In some respects, however, mecha combat is different 


Taste 3-02: ARMOR 


Armor Type Equipment —_Nonprof. 
Bonus Bonus 

Light Armor 

Leather Jacket Impromptu 4 H 

Light duraweave — Concealable +2 4 

Duraweave vest Concealable +3 4 
Medium Armor 

Reinforced vest Concealable +4 42 

Flight suit Tactical +5 42 

EVA flight suit Tactical +6 +2 


The following sections describe specific special situations 
involving mechas 


PILOTING AND MOVEMENT 

In general, mecha pilots don’t need to make Pilot checks 

to steer their mechas around the battlefield. But some. 

times, a high bonus in the Pilot skill can be a lifesaver. 
The following are some of the ways you can use the 

Pilot skill in combat 

+ When you're trying to move past a foe without provok 

ing an attack of opportunity, you use your Tumble bonus 

or Pilot bonus, whichever is lower. 

+ The Pilot skill is used to defend against a trip attempt 

in the air. 


Armor Speed (12m) Weight Purchase _—_—Restriction 
Penalty pe 
-o 2m 4\b. 10 ee 
-O 12m 2 Ib. B Lic (+1) 
2 2m 3 Ib. 14 Lic (+) 
3 om lb. 5 Lic (+) 
=4 iom 8 Ib. 16 Lic (+1) 
—5 iom 10 Ib. 7 Lic (+1) 


Taste 3-04: FLIGHT MANEUVERABILITY 


Perfect Good 
Minimum Forward Speed None None 
Hover Yes Yes 
Fly Backward Yes Yes 
Reverse Free -2m 
Turn Any go°/2m 
Turn in Place Any +90°/-2m 
Maximum Turn Any Any 
Up Angle Any Any 
Up Speed Full Half 
Down Angle Any Any 
Down Speed Double Double 
Between Down and Up ° ° 


+ Asuccessful Pilot check can pull a mecha out of a stall 
(see the Flying Mechas section) 

+ Asuccessful Pilot check (DC 10) allows a character in a 
copilot cockpit to grant the main pilot a +2 bonus on 
attacks, +2 bonus on Pilot checks, or +2 bonus to Defense 


FLYING MECHAS 

The vehicle rules in the d20 Modern Roleplaying Game are 
entirely appropriate for ground cars and other normal 
forms of transportation. But even a clumsy mecha is more 
maneuverable than a typical vehicle. 

On the ground, mechas move just like characters. They 
can turn at any time, move in any direction, and stop on a 
dime. But in the air, they're more limited 

Most flying mechas have to slow down at least a little 
to make a turn, and many are limited to fairly wide turns 
and must maintain a minimum forward speed. Each fly- 
ing mecha has a maneuverability, as shown on table 
3-04: Flight Maneuverability. The components on a flying 
mecha determine its maneuverability rating. 

Minimum Forward Speed: If a flying mech fails to main- 
tain its minimum forward speed, it must land at the end 
of its movement. If it is too high above the ground to land, 
it falls straight down, descending 60 meters in the first 
round of falling. If this distance brings it to the ground, it 
takes falling damage. If the fall doesn’t bring the mecha to 
the ground, the pilot must succeed at a Pilot check (DC 20) 
to recover. Otherwise it falls another 120 meters. If it hits 


A Mlote on Scale 

Because it’s part of the mecha genre, we've adopted 
meters rather than feet as the base unit of linear 
measure. For our purposes, 5 feet equal 2 meters. 
Once you've been playing Mecha Crusade for a while, 


the notion of a “2-meter adjustment” will seem per- 
fectly normal. 


Average Poor Clumsy 
Half Half Half 
No No No 
No No No 
45°/2m 45°/2m 45°/4m 

+45°/-2m No No 
go° 45° 45° 
60° 45° 45° 
Half Half Half 
Any 45° 4s° 
Double Double Double 
2m 4m 8m 


the ground, it takes falling damage, Otherwise, it has 
another chance to recover on its next turn. 

Hover: The ability to stay in one place while airborne 

Fly Backward: The ability to fly backward 

Reverse: A mecha with good maneuverability uses up 2 
meters of its speed to start flying backward. 

Turn: How much the flying mecha can turn after cover 
ing the stated distance. 

Turn in Place: A creature with good or average maneu 
verability can “spend” some of its speed to turn in place 

Maximum Turn: How much the mecha can turn in any 
one space 

Up Angle: The angle at which the mecha can turn in 
any one space. 

Up Speed: How fast the mecha can climb. 

Down Angle: The angle at which the mecha can 
descend 

Down Speed: A flying mecha can fly down at twice its 
normal flying speed. 

Between Down and Up: An average, poor, or clumsy 
flier must fly level for a minimum distance after descend- 
ing and before climbing. Any flying mecha can begin 
descending after a climb without an intervening distance 
Finally all mechas have no minimum forward speed and 
can hover. 


MECHAS IN SPACE 

In outer space, mechas fly just as they do in the atmos- 
phere, with three exceptions. First, all flying mechas 
improve by one maneuverability category (poor becomes 
average, average becomes good, etc.). Second, all mechas 
can ascend and descend without regard to the limitations 
on Table 3-04, and their speed remains unchanged if they 
do so. Finally, all mechas can hover and none have a mini- 
mum forward speed. 


CRITICAL Hits 
Whenever you roll a natural 20 on an attack roll against a 
mecha and confirm your hit with a second successful 
attack roll, you have scored a critical hit. Likewise, when a 
mecha rolls a natural 1 on a saving throw against a dam- 
aging effect, a critical hit has occurred 

Unlike critical hits to characters not in mechas, a critical 
hit to a mecha may damage the mecha pilot or some of 
the individual components of the mecha. 

When a critical hit occurs, roll on the following table. 


a% Effect 

01-40 Extra damage. Attack deals double damage. 

41-60 Flaw in armor found. Damage applied to 
pilot, copilots, or passengers (determine 
whom randomly), not bonus hit points 
from mecha structure. 

61-80 Component destroyed. Determine which 
one randomly. 

81-100 —_Control systems failure. Mecha is stunned 


for 1dq rounds. 


Critical hits against characters not in mechas follow the 
normal rules for the d20 Modern Roleplaying Game. 


RANGED ATTACKS AND ATTACKS OF OPPORTUNITY 

Mechas only provoke attacks of opportunity from crea- 
tures of their size or larger (including other mechas) when 
they fire a ranged weapon while in a threatened area. 


DISARMING, STOWING, AND THE HAND SLOT 

Any component that uses the Hand slot—and only the 
Hand slot—can be stowed magnetically against the 
mecha or in a storage compartment as a move action. 
This frees up the hand to perform more delicate manipu- 
lation (such as opening a door or pressing a button) or 
grabbing another mecha component. 

Conversely, other mechas can disarm you of a compo- 
nent that's only in your hand slot. Other items, such as 
ones mounted on both the Hand and Arm slots, can’t be 
disarmed. 

You can design a mecha that has more components for 
the Hand slots than Hand slots available. You just can't 
use them all at once. 


lon WEAPONS 
lon weapons don't damage a mecha when they hit 
Instead, they short out important control systems and 
can render a mecha motionless. 

When an ion weapon hits, calculate damage normally, 
but don't apply it to the mecha. Instead, consult the fol- 
lowing chart 


Damage Effect Repair Check DC 
n-20 Superficial ionization 10 
21-40 Minor ionization 5 
41-60 System ionization 20 
61-80 Major ionization 25 
81+ Catastrophic ionization 30 


lonized mechas are treated as stunned with two excep- 
tions: The pilot can take free actions that require no actu- 
al movement or attacks, and the pilot can take a full- 
round action to make a Repair check to dissipate the ion- 
ization. If the Repair check succeeds, the mecha can act 
normally on the following round. 


Missite WEAPONS 
Missile weapons (such as Talon missiles) function differ- 
ently in combat than lasers and mecha fists do. Unlike 


them, a missile does not necessarily resolve its attack 


immediately. It must close the distance between itself 
and its target, which might take a number of rounds. 


FIRING A Missite WEAPON 

A missile can be fired at any line-of-sight target within the 
range listed for the missile launcher component. The 
attacker designates the missile’s target when the missile is 
deployed; the attacker cannot change the target after the 
missile has been fired. The missile moves 140 meters each 
maneuverability) and cannot adjust its 
velocity for any reason. It takes the most direct route to its 
target and stops only when it hits its target, runs out of 
fuel (see below), or explodes. A missile acts on the same 
initiative count as when it was launched and begins acting 
as soon as it is fired. A missile follows the same movement 
rules as flying mechas (including the better maneuverabil- 
ity in space). It will follow its target even if it loses line of 
sight to it 

Resolving Missile Attacks: When a missile enters the 
same square as its target, it makes an attack roll using 
the bonus listed in the component description. If the 
attack fails, the missile carries on with the rest of its 
movement (if any), though it cannot attempt to attack 
the target again in the same round. 

Missile Fuel: A missile operates for 6 rounds before it 
runs out of fuel and burns out. It can make several 
attempts to hit its target in that time, though not more 
than one attempt each action. 


round (average 


AVOIDING MissiLe ATTACKS 
Any mecha can attempt to destroy a missile before it 
reaches the target. All missile weapons have a Defense of 
22 and 30 hit points. A missile can suffer ion damage; if it 
does, it flies straight ahead until it runs out of fuel 
Missiles are fast, but some mechas are faster. It's pos- 
sible to simply move away from a missile until it runs 
out of fuel 
Another way to avoid a missile is to force it to strike 
another target. Because a missile doesn’t slow down and 


flies directly at a target, it’s possible for particularly 
maneuverable mechas to turn more sharply than the mis- 
sile can match. If the missile runs into something while 
it's moving, it makes an attack roll (if the other object is a 
mecha or creature) or simply explodes (if it's a large 
object like a building). 


Muttipte Cockpits 

Especially in bigger mechas, more than one person can fit 
inside. Passenger cockpits just allow someone to ride in 
comfort, communicate with the pilot, and see outside via 
fiber-optic cameras. Accordingly, passengers have little 
impact on combat 

Copilot cockpits, on the other hand, allow someone to 
take an active hand in operating the mecha. The character 
in the main cockpit is the pilot and controls the overall 
movement and melee combat for the mecha. Characters 
in copilot cockpits can fire any of the mecha’s ranged 
weapons, using their attack bonus (as modified by the 
mecha’s size and equipment modifier, if applicable) 

A copilot also can grant the main pilot a +2 bonus on 
attacks or Pilot checks or to Defense if she succeeds at a 
Pilot check (DC 10). 

Copilots act on the initiative point of the pilot in the 
main cockpit. Only one character can fire a particular 
weapon each round 

Only the main pilot takes damage if the bonus hit 
points from the mecha itself are exhausted. Copilots can 
only be hurt with a critical hit (see below) 


MeTasoTs 

As a full-round action, any mecha with the appropriate 
structural option can join with a metabot—a mecha com- 
posed of smaller mecha. 


Real-Life Science and Mechas 

Mecha Crusade technology intentionally doesn’t 
work the way it “should” in the real world. Weapons 
have unrealistically short ranges, power supplies are 
almost nonexistent, and—true confessions time— 
many of the “scientific” descriptions of the weapons 
are just collections of buzzwords. History hasn't seen 


an effective animal-shaped mecha since the Trojan 


Horse. 

The source material embraces these genre conven- 
tions, and so does the Mecha Crusade game. Even 
though modern missiles can hit targets from miles 
away, mecha combat is often a face-to-face encounter. 
And it makes for a better game if the mechas have 
melee combat as a tactical option, rather than simply 
lobbing shells at radar-screen blips. 


Only Large and Huge mechas can form mechas. From 
three to six Large mechas form a Gargantuan metabot, 
and three to six Huge mechas form a Colossal metabot. 
The mechas that combine to form the metabot can only 
do so in one specific way. If any mechas are missing, the 
metabot can’t be formed 

Metabots are essentially completely different mechas; 
they don’t need to have the same weapons or other com- 
ponents as the smaller mechas (although they often do) 
They are almost always made from the same material 
and have the same structural options as the mechas that 
joined together to make them (except for the join with 
metabot structural option, which they're too large to 
have). The metabot must also have one copilot cockpit for 
each mecha that joined together to form it. 

The advantage to the metabot is its immense build 
point budget. Each mecha contributes 80% of its build 
points to the metabot. For example, four Huge 20,000 
build point mechas could join together to form a Colossal 
64,000 build point metabot. 


One of the pilots is responsible for movement and 
melee combat of the metabot; which mecha pilot 
becomes the main pilot for the metabot is decided when 
the metabot is designed. Other characters in copilot cock 
pits can operate ranged weapons, other components, or 
assist the main pilot as described in the Multiple Cockpits 
section above. All the copilots act on the main pilot's ini 
tiative point 

A character in any of the metabot's copilot cockpits can 
break the metabot back into its constituent mechas as a 
full-round action 

Damage and Metabots: If some of the mechas that 
comprise the metabot took damage before joining, the 
metabot has correspondingly fewer hit points as well 
Subtract only damage the mechas took; characters inside 
the mechas may still be hurt, but their missing hit points 
aren't reflected in the metabot's hit point total 

If the metabot takes damage, then breaks down into its 
original mechas, simply divide the damage taken equally 
among the mechas. 


NIKLAS JANSSON 


CHAPTER FOUR 
THE MECHA CRUSADE CAMPAIGA 


FIFTY YEARS FROM NOW, THE SOLAR SYS- 
TEM IS AT WAR. Thriving colonies on Mars, the 
asteroid belt, and the moons of Jupiter have forcibly 
severed ties with an overcrowded, authoritarian 
Earth. Desperate for raw materials and concerned 
that political unrest will spread to the teeming mass- 
es at home, Earth’s government has vowed to bring 
the colonies back in line. But just as strident are the 
colonial leaders, who see their future among the stars. 

War was declared months ago, but so far only a handful 
of skirmishes have been fought as both sides refit their 
factories to crank out weapons and armor. This war will 
be fought in the darkness of outer space, the polluted 
megacities of Earth, and the frozen sands of Mars. Never 
has a war had such inhospitable, dangerous battlefields. 

Thus, mechas will be the dominant force in the coming 
war. Brave pilots can take them everywhere from the 
depths of the oceans on Europa to the heat of green 
house-choked Venus. They wield weapons no ordinary sol- 
dier could lift, much less use. Their jetpacks give them 
unparalleled maneuverability and speed. And they can 
shrug off bombardments that level the landscape around 
them. As the war progresses, most generals will learn that 
the only way to stop a mecha is with another mecha 

The Solar System War of 2053 provides a mix of mecha 
and nonmecha adventures for d20 Modern characters. 
Characters can act as spies, infiltrating enemy research 
facilities to steal prototypes and experimental designs. 
They can try their hand at diplomacy, making sure that 
the fragile alliance between colonies scattered across the 
solar system stays united against the oppression of the 
Earth government. 

But eventually characters will strap themselves into their 
mechas, where they'll fight everything from dug-in Earth 
troopers to starship interceptors to Earth’s mecha-equipped 
elite soldiers. They'll fight in the ocean depths, in outer 
space, and among rubble-strewn cities and colony domes. If 
the heroes fight well, Earth trooper and Colonist partisan 
alike will recognize their mechas on sight. 


THE NEXT FIFTY YEARS, IN BRIEF 


It’s easier to predict the future a century away than a year 
away, so Mecha Crusade deliberately leaves vague the 
early part of the 21st century. Suffice it to say that the 
trend of globalism picks up speed, and by the 2030s most 
people identify themselves with super-regional entities 
(European Union, Organization of African Unity, etc.) 
rather than nation-states. National identity remains 
important for cultural reasons—Germans still speak 
German, and Americans stili celebrate Thanksgiving—but 
nations fade as political entities, with most important 
decisions made on the regional or global level 

The 20205 and 2030s are decades of unparalleled 
exploration of the solar system. Beginning with a manned 
mission to Mars in 2020, experimental habitats grow into 
research installations and eventually into full-fledged 
colonies. When the Solar System War begins in 2053, 50 
million live beyond Earth, mostly on the moon and Mars. 
Low-gravity manufacturing techniques and exotic 
material available only off-Earth transform these colonies 
into economic powerhouses, boasting a standard of living 
that only the enclaves of Earth’s ultra-rich can match. 

Back on Earth, overpopulation runs rampant. Shortages 
of fossil fuels, food, and other raw materials create an 
economy of scarcity, and billions go to bed hungry. Earth's 
governments become monolithic, authoritarian regimes 
in response to crisis upon crisis. By 2039, the trade bal- 
ance between Earth and the Colonies has reversed, with 
the colonies sending more goods to Earth than they 
receive in return. 

A dictatorial Earth government beset by deadly pollu 
tion, ecological crises, and a restive populace relies on eco- 
nomic support from the Colonies throughout the 2040s 
The colonies ship high-tech goods, potent medicines, and 
raw materials (mostly metals and uranium from the 
asteroid belt) down the gravity well to earth—at first 
earning handsome profits for their efforts. But gradually 
Earth insists on more advantageous terms, and by 2050 
the colonies are shipping much of their wealth to Earth 
and receiving nothing in return. 

In the mid-2040s, the first “solar” generation comes of 
age: colonists’ children born and raised away from Earth. 


They see their parents working themselves to exhaustion 
and their native worlds strip-mined—all so Earth doesn't 
have to solve its own problems, Accordingly, they ques- 
tion the whole Earth/Colonies relationship. Once out from 
under the thumb of Earth, the Colonies would thrive like 
never before (say the young) or at least like they did in 
the 2030s (say older colonists) 

While the colonists debate their future, Earth’s leaders 
listen...and they don’t like what they hear. Paranoid about 
disruptions to the flow of goods, Earth’s secret police 
ruthlessly crack down on colonial dissenters. Some are 
imprisoned, some are forced back to Earth, and some just 
disappear. Earth mobilizes division after division of 
“peacekeepers,” and every installation of any size among 
the Colonies soon has an Earth garrison with a mission to 
crush dissent and keep the goods flowing. 

Almost overnight, the future of the colonies shifts 
from an abstract philosophical question to a cause 
worth fighting for. Even apolitical or Earth-loyal 
colonists are appalled at armies in the streets, ruinous 
tribute payments, and series of funerals for assassinated 
colonial leaders, Colony after colony announces its 
intention to force the garrisons out, end mandatory 
shipments to Earth, and sever political ties with the 
mother planet. Negotiations throughout 2052 just 
ratchet up the tension. And the war begins in February 


of 2053 when an Earth garrison, seeking “terrorists,” 
seizes control of one of the Moon's colony domes. They 
depressurize it, killing an estimated 20,000 colonists 


Since February, a few short battles have been fought, but 
both sides are gearing up for total war. Some of Earth's 
garrisons withdrew rather than be surrounded by a 
hostile populace, millions of miles from home. Others 
tried to seize control of the colonies they guarded, and 
some just fortified their bases, waiting for further orders. 
On both sides of the conflict, rumors swirl that the open- 
ing moves of a massive invasion are just days away— 
although the rumors never seem to agree on who's invad- 
ing whom 

Earth outnumbers the Colonies by a 200 to 1 margin, but 
the colonists have some key advantages. They have a 
stronger industrial base, and they're spread out over hun- 
dreds of millions of miles. They also have a well-educated, 
loyal populace strongly motivated to win the war. Earth, on 
the other hand, has an overwhelming numerical advantage 
but a population that's ill-fed, ill-equipped, and disinclined 
to make sacrifices for a war among the stars. 

The Colonies face a set of significant problems, how- 


ever. The fact that they're spread out on two moons, a 


planet, and hundreds of smaller installations across the 
solar system is a double-edged sword that makes rein- 
forcement and coordination difficult. And the colonial 
leadership on Europa doesn’t necessarily consult with 
their Martian or Lunar counterparts before launching an 
offensive. Earth’s military, on the other hand, is 
omnipresent and well-organized. The average Colonial 
soldier is better at her job than the average 
Earth draftee, but the Colonial military 
lacks the training and expertise of 
Earth’s elite units. 

Finally, it’s a bit of an oversimpli- 
fication to describe the Solar 
System War as a battle between 
Earth and the Colonies. Some 
minor nations on Earth provide 
tacit or overt support to colonial 
aspirations, and some smaller 
installations across the solar sys- 
tem stayed loyal to Earth. And 
some places (most notably Switzerland and the Lagrange 
Space Habitat) maintain strict neutrality. 


ADVENTURES DURING THE WAR 


The number of missions that characters can undertake to 
advance the cause of freedom is limitless. The following 
are some broad categories. 

* Opening Moves. The heroes are just getting used to 
their mechas when the war begins, and likewise the two 
armies are just learning the importance of mechas in 
combat. The heroes may face some nonmechanized oppo- 
sition, such as Earth garrisons they must dislodge from an 
important colony site. Fighting ordinary troopers armed 
with guns (and, more dangerously, crew-served heavy 
weapons) gets the characters (and consequently the play- 
ers) used to the power of their mechas. The characters 
might also do some impromptu diplomatic work, convinc- 
ing smaller installations to join the cause of colonial free- 
dom. Maybe the heroes are ordinary civilians, and in their 
first “mission” they take it upon themselves to sneak into 
an Earth-loyal armory and steal the mechas in storage 
there. Whatever you decide, you should give the players a 
sense of the versatility of their mechas by creating 
encounters that ask them to move around, absorb dam- 
age that would kill unarmored characters, and do things 
they couldn't otherwise do. 

+ The Big Invasion. One of the first major events in a 
Mecha Crusade campaign will be a massive invasion 
that begins the war in earnest. Either side can invade 
the other; Earth could attempt to seize the Martian cliff- 
domes of Valles Marineris, or the Colonies could drop an 
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army onto Madagascar to try to destroy the space- 
launch facilities there. This will be a massive operation, 
involving tens of thousands of troopers and thousands 
of mechas. Assign the characters a limited but impor- 
tant objective during the invasion. They may have to 
seize (or guard) a stationary missile site, strike a heavily- 
guarded supply depot, or even launch a diversion attack 
somewhere far away from the actual inva- 
sion. The overall battle will probably 
be a chaotic, see-saw affair, and 
the heroes will probably have to 
act without support from the 
rest of the military for several 
days. Adventures built around 
invasions are particularly good 
for players who want to feel like 
they're part of a larger effort, and 
players who are keenly interested 
in the overall status of the war. 

« Patrolling the Front. Whether 
the big invasion is successful or not, the front will eventu- 
ally stabilize, and the heroes may be assigned to guard 
some part of it. This is a good opportunity to ground the 
characters in a particular environment, whether it’s ter- 
restrial or in outer space. The characters will learn the 
finer points of fighting in the particular environment 
while they deal with large assaults, attempted infiltra- 
tions, enemy patrols, and massive bombardments. It's also 
a good opportunity to give characters a wide variety of 
foes, including enemy mechas, masses of unarmored 
troops, and vehicles such as fighter planes and starships. 
The front is a versatile place for adventure. At a moment's 
notice, the heroes can be thrust into almost any tactical 
situation. 

* Commando Raid. These missions, among the most dan- 
gerous, send the characters far behind enemy lines to per- 
form a mission of strategic importance: sabotage an 
under-construction battle cruiser, destroy a supply depot, 
or capture high-ranking leaders in the Earth army or 
secret police. Commando raids often employ stealth and 
subterfuge, often disguising themselves to reach their 
target. Because such missions take place away from the 
front, the commandos are dangerously exposed to a mas- 
sive counterattack. Most commando teams rely on the 
speed and maneuverability of mechas to escape an entire 
enemy army focusing on them. Because they offer con- 
centrated small-group battles and a reasonable degree of 
autonomy, commando raids are good missions for players 
who relish combat after combat. 

+ Cloak-and-Dagger Work. Spies are invaluable in 
wartime, and characters with useful skills (Hide, Move 
Silently, Disguise, Bluff) can serve the war effort by uncov- 
ering enemy plans, stealing prototypes, and reporting 


troop and supply movements. Most spy work occurs out- 
side a mecha, but if the characters are seeking new 
mecha plans or commandeering experimental enemy 
mechas, they'll get the chance to strap themselves into 
armor—probably just in time for the climax to the adven- 
ture. Spy adventures are particularly exciting for players 
who want to spend time inside and outside of their 


mechas, 
+ Cadre Assignments. If the characters ascend through 
the ranks and develop a reputation as effective mecha 
pilots, they may be given new recruits to train. The char 
acters must teach the finer points of mecha combat to 
their students, keep class rivalries and other intrigues to a 
minimum, and shepherd them through their first battles. 
For players who enjoy command and military planning, 
cadre missions are particularly effective—they get to 
actually command a bunch of NPCs, and they can set up 
training regimens and battle plans as they see fit. But 
other players might find it cumbersome to have to worry 
about a bunch of low-level NPCs. 

+ Guerrilla War. For one side or another, the war may 
eventually go poorly. The char- 
acters may find themselves 
forced into hiding—especially if 
they're in a remote part of Earth 


or on an isolated colony. From a 
hidden base, the heroes will use 
their mechas to strike at the 
enemy's supplies and rear-eche- 
lon troops, disappearing before 
they can mount a counterstrike. 
The characters will have to 
operate without access to the 
supplies, facilities, and gear of 
an organized army, but they 
have a degree of autonomy that 
soldiers in the army only dream 
of. If your players are fiercely independent and like the 
idea of scrounging mecha parts from the wreckage of 
their foes, guerilla adventures are a good choice. 


ADVENTURING IN A MILITARY SETTING 

The Mecha Crusade campaign assumes that the charac- 
ters are either part of the colonial military or closely allied 
with them. A military campaign differs from a traditional 
roleplaying setting in the following ways. 

Taking Orders: Rather than enticing the characters to 
launch a new adventure (and hoping that the promised 
reward is enough to motivate them), you can simply use a 
high-ranking NPC to order them into action. This neatly 
solves the question of character motivation—“why would 
my character willingly put himself in harm's way?”—but 
some players perceive it as heavy-handed. 


Because players can be stubbornly independent, it’s 
best to give the characters additional motivation to tackle 
a mission beyond “following orders.” The chance to 
explore a new environment or a shot at taking down a 
hated foe are good secondary motivations. Promotions in 
rank, transfer to a prestigious unit, or medals and decora- 
tions are good motivators, too. You don’t have to bribe 
your players into undertaking missions, but you can use 
secondary motivations to subtly reinforce the notion that 
it's a good idea to follow orders. 

The players will be keenly aware of one reward at your 
disposal: more build points for their mechas. You can 
promise better mechas if the characters undertake this 
mission, issue the characters better gear beforehand, or 
even have the character capture better mechas in the 
process of achieving the mission objective. But don't feel 
obligated to give the characters more build points with 
every mission. As long as your characters’ mechas are 
within a few levels of the build point values suggested in 
Chapter 3, your campaign is on track. 

Ranks Among the Heroes: Not only are heroes under the 
authority of NPCs of higher rank, 
but it’s possible that they won't 
have the same rank as the other 
player characters. One player 
character might be a captain in 
charge of a whole platoon of 
mechas, with the other players 
comprising his staff officers and 
trusted sergeants. But if one 
player can give orders to every 
other player at the table, that 
player risks crowding everyone 
else out of the spotlight. Again, 
players can be stubbornly inde- 
pendent, and they may resent 
orders from another player as 
much as they resent orders from NPCs. Tread carefully 
whenever you put one player in “command” of another, and 
consider the personalities of the players involved. 

Often, it’s simplest to just keep all the characters at the 
same military rank. But in an ongoing campaign, this 
approach may strain credulity after a while. It’s unusual 
for four captains to go into battle together, for example, 
much less four majors or generals. The best solution is for 
the player “in command” to agree—out loud and ahead 
of time—to not throw his weight around. Heroes in com- 
mand will consult with their subordinates more than real- 
life commanders do, and they'll allow their fellow players 
a high degree of autonomy. (Player characters in com- 
mand can be absolute tyrants to low-ranking NPCs, if 
they like—rank should have its privileges.) 


The sort of hierarchy demonstrated in the Star Trek tele- 
vision shows is a good example of this kind of drama- 
based command. The captain of the Enterprise is in com- 
mand, but he defers to crewmembers with expertise he 
doesn’t have. Important decisions are usually reached 


after consultation and consensus. And when the captain 
barks out an order, it’s usually an order to do something 
that the crewmember would have done anyway. 
Ultimately, the degree to which you want to emphasize 
the military aspect of the Mecha Crusade campaign is up 
to you. Just make sure that GM and players talk about 
this issue beforehand. Roleplaying sessions set in a mili- 
tary setting can bog down in the details of command or 
break apart as the 
players of subordi- 
nate characters 
resent the power 
wielded by players 
of higher ranking 
characters, 


ADVENTURES AWAY 
FROM THE 
BATTLEFIELD 

Even though war 
rages across the solar system, there's plenty for adventur- 
ers to do away from the din of battle 

* Alien Contact. The timing is unfortunate for 
humankind, but researchers find preliminary evidence of 
life in the chilly depths of Europa’s ocean. The characters 
might lead an undersea expedition to make first contact 
with well-hidden tentacled creatures, or perhaps they are 
hired as guards to make sure Earth agents don't disrupt 
the research. 

Alternatively, maybe the aliens aren't from the solar 
system at all. They may arrive in a vast battleship armada, 
ready to conquer and enslave Earth and Colony alike. The 
characters might be able to avert the invasion, convince 
the aliens to attack only Earth, or steal advanced technol- 
ogy from them. 

* New Colonies. Even during a war, new installations 
spring up wherever there's a resource worth extracting or 
a scientific curiosity worth studying. Characters who get 
in on the ground floor of a new colony will have to keep 
the peace among their fellow colonists and deal with 
environmental hazards and other risks of living far from 
civilization. Even if they're far from the front, the charac- 
ters will have to be alert for attacks or infiltration from 
Earth. Such an adventure might have a “Wild West” feel to 
it, with the characters in the role of sheriff, responsible for 
taking care of the community without any help from the 
outside world. 


+ Rivalry in the Ranks. Sometimes the best antagonists 
are the ones who are ostensibly working on the same side 
as the heroes. When the characters are away from the 
front lines, they'll still have to contend with with other 
mecha pilots in their unit. Rivalries have their seeds in the 
gamut of human emotions: jealousy, anger, a perceived 
(or real) slight, and so on. An unscrupulous rival can make 
the heroes’ lives miserable in any number of ways: sabo- 
taging their mechas, bad-mouthing them to superiors or 
comrades, or interfering with the heroes’ duties. At first 
the characters might not even know who their rival is, if 
it’s someone who harbors a secret grudge against the 
heroes. Eventually, the rivalry will probably lead to an out- 
and-out fight, whether 
it's a cowardly double- 
cross in the middle of 
battle or a gladiator. 
style “duel” on an 
unused training field. 
But the longer you let 
the rivalry simmer 
before it comes to actu- 
al blows, the sweeter 
the payoff of the final 
confrontation is. 


OTHER SETTINGS 
You don’t have to use the Solar System War as a backdrop 
for your campaign. Other campaign ideas include: 

Exploring the Stars: Because they excel in a number of 
hostile environments, it’s likely that mechas would be an 
important part of a space exploration effort. You could 
center a campaign around a huge starship sent beyond 
the solar system to explore new worlds in other systems. 
Such a ship would have a few mecha squadrons to pro- 
tect the explorers and deal with exotic, dangerous plan- 
ets. Each adventure could center around the exploration 
of a particular planet, which could harbor anything from 
an advanced alien civilization to an insidious virus or 
huge, hostile carnivores. 

What You Should Do: \f you want to run this sort of 
campaign, you'll need to develop basic rules for starships 
(perhaps adapting the rules in the Star Wars Roleplaying 
Game), and you'l| want to develop unique ecologies and 
hazards for each planet the characters visit. Over time, 
you'll develop key members of the ship's crew as recur- 
ring NPCs. 

Mectha: Merging man and machine is a dangerous 
business, and perhaps the programmers who built the 
mechas in the first place had more sinister designs. In this 
campaign that crosses traditional mecha action with the 
horror of the Call of Cthulhu game, a secret society is try- 
ing to bring the end times near and invite the Elder Ones 


to dine on humanity. The characters must use their 
mechas to face down all sorts of unspeakable horrors— 
even though they risk their sanity every time they strap 
themselves in. 

What You Should Do: Coming up with scary monsters 
to fight and adapting the sanity rules from the Call of 
Cthulhu game are two important tasks for the GM before 
the campaign begins. It'll take trial and error to find the 
right balance between cerebral horror and fast-paced 
mecha action. Fundamentally, it'll be difficult to scare 
characters encased in high-tech powered armor, but the 
payoff should be worth it. 

Mecha Gladiators: The society of the future is stable, 
prosperous, and bloodthirsty. The characters are mecha 
pilots who duel professionally in a sport that’s equal 
parts boxing, reality television, and NASCAR. Each 
gladiator has a support staff of technicians 
that perpetually tinkers with his mecha, try- 
ing to eke out every advantage in a duel. 
Because the duels are massively tele- 
vised, high-level mecha pilots are super- 
stars, instantly recognized by millions 
of fans. The promoters and network 
executives take great pride in com- 
ing up with “interesting” (read: 
deadly) environments in which 
the mecha pilots fight 

What You Should Do: A gladia- 
tor campaign requires very little 
in the way of new or adapted 
rules, which frees up more time 
for the GM to devise entertain- 
ing arenas for the battles and personalities for rival 
mecha pilots. 

Servomotors and Sorcery: Some unexplained phenome- 
non sends the mecha-equipped characters into a D&D 
world—or it infuses a mecha-friendly near-future setting 
with magic and fantastic creatures. If you've ever wanted 
to pit an ancient red dragon against 20 tons of compos- 
ite-fiber powered armor, this is the campaign for you. 

What You Should Do: Many of the interactions between 
magic and mecha should be straightforward, but you'll 
want to address topics like spell failure chance, damage 
reduction, magic enhancement bonuses, and so on ahead 
of time. You'll also need to decide exactly how the mix of 
fantasy and high-tech happened, and to what degree 
users of each “technique” understand the other. If you're 
putting a lot of mecha technology into a fantasy setting, 
you'll want to give some thought to what sort of mechas 
the elves, dwarves, and other fantasy races will use. 
Finally, look through the Monster Manual for exciting foes 
for mecha-equipped characters. 


EXPERIENCE AND ENCOUNTERS 


Handing out experience points at the end of a Mecha 
Crusade session is relatively straightforward. Every foe the 
characters faced has a Challenge Rating (CR), and cross- 
referencing the enemy's CR with the level of the charac- 
ters on the table in Chapter 8 of the d20 Modern 
Roleplaying Game determines how many experience 
points the player characters collectively receive. The player 
characters then divide up the experience points equally, 
assuming every character was present at the beginning. 

But even a high-level GM character doesn’t pose much 
of a challenge if the enemy doesn't have a mecha and the 
characters do. Nor is it much fun for the players if they 
get trounced by a low-level character with no build point 
limit on her mecha. 

The experience point sys- 
tem assumes that in general, 
GM characters who use 
mechas have build points to 
spend equal to their level —1 
on the build point budget 
table in Chapter 2. For each 
two levels above or below 
that build point level, add or 
subtract 1 level of CR. 

For example, Yukoo is fac- 
ing an 8th-level GM charac- 
ter known only as 
Totenkopf. For an ordinary 
encounter, Totenkopf's 
skull-adorned mecha should 

be worth about 23,100 build points—a typical build 
point budget for a 7th-level character. If Totenkopf has a 
mecha worth 30,600 build points, Totenkopf becomes 
CR 9g, not CR 8. 

For most Mecha Crusade campaigns, most experience 
will be earned by fighting mecha-equipped GM charac- 
ters. But don’t neglect nonmecha foes; send the charac- 
ters on an adventure from time to time where using 
mechas is impossible or impractical 

If the player characters are in mechas and the GM char- 
acters aren't, the encounter probably isn't a challenge. 
The high hardness of mecha skin and the prodigious 
damage from mecha weapons will ensure that any 
mecha vs. non-mecha fight will end in a quick victory for 
the mechas. You can add variety to your encounters, 
though, by adding a few deadly foes that aren’t just bad 
guys in powered armor. 

One easy way to do this is by creating hovertanks, air- 
defense drones, and other armored foes that aren't 
mechas. The dirty little secret? Design them as you would 
any other mecha, but describe them differently to your 


players. They never need to know that the death tank 
they just faced had statistics identical to the Bismarck 
mecha (described in Chapter 3) 

You also can loot good encounters from other d2o 
System games. If you want to have a spaceship vs. mecha 
dogfight, just borrow X-wings from the Star Wars 
Roleplaying Game—the mechas were designed to make 
good opponents for those starships. And if your campaign 
features more fantastic elements, take a monster or two 
from the Monster Manual. Often, they need not be magi 


cal. Perhaps a wing of wyverns has escaped from a genet 
ics laboratory and rampages across the city until mecha 
equipped law enforcement arrives to stop them 

Whether you take starships or sphinxes from another 
d20 game, run some playtests before you set the CR. 
There's no formula you can apply to set CR within a game, 
much less between two games designed for different 
genres. Fighting the encounter over and over again is the 
only way to properly assess CR 
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There Were Giants in Those Days Part Four: Aesgir, Spear of the Gods. By Dennis Detwiler 


eure ac nell wasn't emiliny when I last saw him. By 
nat time Caen loozed iixe o landfill. aessir nad 
ed wita a banch of Serman Supers, and hardly any 
thing was left. Monty demanded more sround defore 
Caristmas, so aeszir and ais men moved in. 


The kid a killer, always talxing to that crazy 
spear of When he wasn't throwing it through tanks 
or impaling Nazis on it, of course. aessir and two 
hundred of a war of attrition in the 
deptne little we could do for 


them. They were, if you'll excuse me for saying it, the 
spearhead. 


and elements of 
and) men. The few 
Fook at the 


They ripped through the entire 12th 
the LVX Korps. destroying suns. ta 
Allied soldiers who remained alive 
wid from Norway as a 3od. 
ao demands pited ap from 

a little crazy. 


to 


By the time we caucnt ap with them, there was no one 
left to save. The Germans and allie 4 obliterated each 
other... 


November 2002 


Wo one imasined that the invasion of 

Worway could sive birth to sometning 

80 powerful. when tne Nazis rolled 

in and bexan xilling, they woke 
sometain 


1 Sil 


Charchill vot the news that the Worwecian Talent nad 
arrived in Znvland in 1949, but the event remained 
Shrouded in secrecy for weexs. Wo one knew It 
ate the old man ap, having to make th 
the xid up to some doarding school or place 
aie nearly limitless power on the frontiine. 


The British people were expectiny some pitiless 
warrior fresh from the front. 


Wot a thirteen year old with a stace prop spear. 


By the time the war started in earnest. the Nor 
vian Talent nad <rown. Calliny himself “aessir" 
ne fouxht alonsside British forces at Norsk 
Dieppe. in Norta africa and in Crete. altho 

3 Hitler lived under the delusion that the Allies had 
his # no Supernumans. tne “id drew the attention of the 

‘ number two man in the xeich. Heinrich Himmler. The 

we crazed leader was obsessed with the youns man, and 

: especially with nis spear... 

J 

# 

Himmler was certain the spear was the 

"Spear of Destiny", tne weapon used 

to stad Jesus Christ on the cross. 

Levend had it that any army waica 

entered vattle with the Spear of 

Destiny before it could not ve 

defeated. 

For years. Himmler maneuvered to 


possession 
amoa 


of ite 
ed aescir 


Twice. Jerman ao 
and unsaccesfully 
attempted to pture it. 
When word came vacx in 1944 that the 
Norwesian was pinned down in Caen, 
Himmler threw everytahiny ne could at 
jim, in tne popes of capturiny th 
ooject of ais oosession. 
losine several thousand men. 
rman avents manaved to smucele the 
spear vack to Berlin. where it was 
placed on tne wall of Himmler's 
ruined office. Sermany's army enjoyed 
no “ood favor from it. Mayoe Himmler 
thouvn it would aelp aim... 


after 


things 
aA lot 

dia 

least 
in... 


Lixe aescir, the spear failed 
Himmher. When Sermany fell. ae tooc tne 
coward's route and committed suicide. 

The Spear was never found... 
nard to clearly see way all 
happened. ft all seems so crazy now. 
of us didn't maxe it. and some who 
would have veen cetter off otherwise. at 
tne «id died for somethin believed 
let me tell you avout gaye 


to save 


kt's these 


ne 
another 
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Sometimes it is easier to play out D&tD battles using miniatures on a battle mat. If you do not collect miniatures, you can 
use these tokens to represent monsters. All of the monsters below are from adventures appearing in this issue. To use, cut 
carefully along the dotted lines. When a monster is slain, flip over the token. Color photocopy this page to make multiple 
monsters of the same type. Permission is granted to photocopy these tokens for home game use only. 
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